ol We reveal everything abou 
NINTENDO Po this must-have title inside! 


GAMECUBE 


Metroid Prime ® Harry Potter @ Tony Hawk 4 
Resident Evil O @ Phantasy Star Online 1&2 


Star Wars: Clone Wars & Super Mario 
Sunshine ® Turok and more! 
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NINTENDO 
GAMECUBE. 


Fight zombies, vampires and ghouls on your own as Attack 20 types of creatures in swarms of up to 30 Slay in brutal single- and multi-player action 
one of 4 unique Hunters, or battle evil cooperatively at once using 20 melee, ranged and spell weapons— through 23 huge environments, including a prison, 
with up to 4 players on a single screen. from swords to axes and flamethrowers. gothic church, cemetery and torture chamber. 


Screenshots taken from Xbox™ video game system gameplay. 
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Hunter: The Reckoning © 2002 Interplay Entertainment Corp. All rights reserved. AtlasTech Game Engine trademark 2000 High Voltage Software, Inc. 
All rights reserved. Developed for Interplay Entertainment Corp. by High Voltage Software, Inc., under license from White Wolf Publishing, Inc. Hunter 
The Reckoning is a registered trademark of White Wolf Publishing, Inc. Interplay, the Interplay logo, Digital Mayhem and the Digital Mayhem logo are 
trademarks of Interplay Entertainment Corp. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation 
in the U.S. and/or in other countries and are used under license from Microsoft. The ratings icon is a registered trademark of the Interactive Digital Software 
Association. All other copyrights and trademarks are property of their respective owners. TM, ®, and the Nintendo GameCube logo are trademarks of Nintendo. 
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DELIVER US FROM EVIL. 


www.interplay.com/hunter 
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You're Jango Fett, the most ruthless bounty hunter the 


galaxy has ever seen. They made you the genetic template 
of the clone army for a reason: you're fast, you're 
lethal and nothing comes between you and your prey. 
Fly, fight and tear your way through 18 levels on 
Six unique worlds that make up the seedy underbelly 
of the Star Wars universe. And teach the galaxy's most 


wanted that in the end, there's no place to hide. 
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WWW.STARWARSBOUNTYHUNTER.COM 


Official Siar Wars Web Site 
www .slarwars.cem 
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Wanna know what's under the 
hood of Nintendo’s latest 
console? We blow out all the 
details and give you the specs 
on this mighty little machine. 


The latest installment in 
Nintendo's adventure franchise 
is almost here. Our expanded 
preview reveals gameplay 
details and astonishing insights 
from Miyamoto himself. 


Nintendo’s powerhouse of a 
system is showing its promise 
as its renowned first-party 
games like Mario, Zelda and 
Metroid are entering the scene. 
Find out how they stack up 
against third-party heavy hitters 
like Tony Hawk 4 and Resident 
Evil 0. 


( N&y 76. Star Fox 


P. 76 
STAR FOX 
GUIDE 


There are lots of challenging 
puzzles in Star Fox Adventures, 
and you’re bound to get stuck 
on some of them. We’ve got the 
answers to many of the game’s 
more challenging obstacles in 
Our multi-page strategy guide. 


f=: 


Adventures 


P. 84 
MARIO 
SUNSHINE 


For those who've jumped into 
Super Mario Sunshine and 
realized the game’s challenges 
are more daunting than you 
thought, check out our guide 
that features all the challenging 
levels to help you along. 


95. Clo 


P. 34 
TRICKS 


We've put together a collection 
of the greatest cheats, codes 
and tips for your GameCube 
gaming needs. Star Wars: Clone 
Wars, Super Mario Sunshine 
and Turok Evolution are all 
here, just to name a few... 


WELCOME! 


ig | t's safe to say that 
J Nintendo knows a 
thing or two about 
what makes a great 
videogame. With the 
three-way system war 
now fully underway, 
Sony and Microsoft are 
fiercely carving their 
niches in the market by 
attempting to “out 
hardware” each other 
with online add-ons and 
other gizmos. 
Meanwhile, Nintendo 
(who seem almost 
oblivious to this threat) 
are continuing to make 
games that astound us 
with their originality in 
game design and 
passionate emphasis 
on gameplay. Sure the 
other systems have 
their Halos and Vice 
Citys, but when it 
comes to sitting down 
with a game that plays 
well and one you know 
you'll be enjoying for 
months to come, it’s 
hard to find fault with 
first-party games on the 
GameCube. 

Take the open-ended 
world sim Animal 
Crossing, for example. 
In some ways it’s the 
type of game that 
defies description—at 
the same time it’s also 
tremendously simple to 
describe with just one 
word, “fun.” They say 
a console is only as 
good as the games you 
can play on it. And 
with ultra-stars like | 
Super Mario Sunshine, 
Metroid Prime and The 
Legend of Zelda on your 
side, it's hard to not be 
a strong competitor. 
Time will tell if 
Nintendo's “wait and 
see” attitude toward 
online gaming will have 
been a mistake or not, 
but | have my 
confidence in the big N. 
After all, didn’t this 
whole console thing 
really start up when a 
little plumber named 
Mario came on to the 


scene? 
—Dan Peluso 
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AMERICA'S UNLUCKIEST COP IS HAVING ANOTHER VERY BAD DAY. 


John McClane is back ... this time in an all out battle to save his daughter. 
Rely on the killer instincts that made McClane a legend. Use your wits - an 
everything else at your disposal - to blast your way through L.A.'s seedy 


underbelly. Take out a multitude of bad guys and save the day as the 
Die Hard saga continues. 


MATURE 


NINTENDO 


ponrgaT RATED BY GAMECUBE 


GAME FEATURES: 


— New and original film characters. 
- Hero Mode for heightened intensity and 
quickened reflexes. 


- Dual weapons and an awesome arsenal 
including a sniper rifle, flame thrower 
and more. 


- Take enemy hostages to save civilians and 
neutralize threats. 


http://diehardvendetta.sierra.com 


VIVENDI 


SIERRA 


©2002 Twentieth Century Fox Film Corporation. Fox Interactive, Die Hard and their associated logos are registered trademarks or trademarks of Twentieth Century Fox Film Corporation. All rights reserved. Sierra and the Sierra logo are 
trademarks of Sierra Entertainment, Inc. Vivendi Universal Games, and the Vivendi Universal Games logo are trademarks of Vivendi Universal Games, Inc. Game Engine © 2002 Bits Studios. TM, ® and the Nintendo GameCube logo are 
trademarks of Nintendo. The ratings icon is a trademark of the Interactive Digital Software Association. Any other trademarks, company and/or product names are the property of their respective owners. 


Where Episode Il ends, your battle begins. 
Defend the Republic on the ground and in the air across the battlefields of six 
different worlds. Battle through four multiplayer modes, including team-based 
strategy, deathmatch, king-of-the-hill and co-op endurance. Or lead your clone 
troopers to victory in an epic single-player campaign as Mace Windu, Anakin 


Skywalker and Obi-Wan Kenobi. Your directive: crush the Separatist armies! 


PlayStation.2 


oe NINTENDO 
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THE 


CLONE WARS 


www.swclonewoars.com 
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its been seven years 
since Nintendo 
launched the N64 and 
changed the world 
forever. Mario emerged 


in 3D for the first time and with such style, grace and imagination 
that no developer since (including Nintendo, if you want to be cruel) has been able 


to better it. Waverace modeled water properly for the first time and that has never 
been bettered, the alternatives looking soggy by comparison. And Goldeneye made first-person shooters 
console-friendly, and that too, has arguably never been beat, shaking and most definitely stirring the competi- 
tion ever since. Nintendo has a way of bringing out the best in games and making pure magic happen on 
screen, and they’re doing it all over again with the GameCube. 

GameCube is not just the 128bit follow-up to the N64: it’s a clever, powerful, games-only box that’s designed from the 
ground-up to be the home to some of the world’s most colorful and brilliant imaginations—and their equally brilliant cre- 
ations. Only on GameCube can you experience the wonders of Mario’s ever-expanding world. Only on GameCube can you 
face off against one of the greatest villains of our time: Ganon. And on GameCube is truely the best place to jump into the 
cockpit of an X-Wing and barrel down the Death Star trench with the Star Wars theme giving you goosebumps all over. 
From Mario Sunshine to the bright lights of Waverace, Luigi’s Mansion, Animal Crossing, Metroid and Star Wars: Clone 
Wars, to the distant glow of Zelda there’s plenty of magic to go around. 
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LEARNER, MERNER 


FASTER, STRONGER, 


ow do pay attention, 007...this is a 

| state of the art videogames machine, 
ixllte! with a formidable array of weapons 
at its disposal. Study this document careful- 
ly and report back. There will be a test... 
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GEEK OUT WITH OUR 
GAMECUBE TECH SPECS! 


PROCESSOR 

MPU (“Microprocessor Unit”: IBM Power PC 
“Gekko” 

Clock Frequency: 482MHz 

Internal Data Precision: 32-Bit Integer & 64-Bit 
Floating-point 

External Bus Bandwidth: 1.6GB/second(Peak) 
GRAPHICS 

System LSI “Flipper” 

| Manufacturing Process: 0.18 microns, NEC 
Embedded DRAM Process 

Clock Frequency: 162MHz 

Embedded Frame Buffer: Approx. 2MB 
Embedded Texture Cache: Approx. 1MB 

Texture Read Bandwidth: 12.8GB/second (Peak) 
Main Memory Bandwidth: 3.2GB/second (Peak) 
Image Processing Function: Fog, Subpixel Anti-alias- 
ing, HW Light x8, Alpha Blending, Virtual Texture 
Design, Multi-texture Mapping/Bump/Environment 
Mapping, MIPMAP, Bilinear Filtering, Real-time 
Texture Decompression (S3TC) 


DISPLAY 

Actual Display Capability: 

12 million polygons/second (assuming actual game 
with complexity model, texture, etc.) 

System Main Memory: 24MB 

A-Memory: 16MB (100MHz DRAM) 

SOUND 

Sound Processor: Special 16-Bit DSP 
Instruction Memory: 8KB RAM + 8KB ROM 
Data Memory: 8KB RAM + 4KB ROM 

| Clock Frequency: 101.25 MHz 

Maximum Number of Simultaneously Produced 
Sounds ADPCM: 64ch 


GAME CUBE 


A. POWER BUTTON 


If you don’t know what this is, we’re not 
going to tell you. 


B. RESET BUTTON 
Unlike XBOX, GAmeCube comes with an 


easy reset button for when you want to 
quickly swap games mid-flight. 


C. OPEN BUTTON 


Unlike the PS2 or Xbox, if you open the GameCube lid 
or remove a disc when the system is trying to access a 
game, it doesn’t screw everything up. It just pauses the 
action and asks you to re-insert the disc and close the 
lid. How polite! 


D. JOYPAD PORTS 


There’s four built right in, just like on the N64. This is 
also where you’ll plug in your Game Boy Advance to 
use as a controller once the GameCube-GBA link cable 
is released. The wireless Wavebird controler plugs its 
receiver in here too. 


E. MEMORY CARD SLOTS 


Where you can plug in your ‘59 block’, 4Mbit 
memory cards. 


F. CARRYING HANDLE 


The butt of many jokes around Microsoft and Sony, 
Nintendo defends the handle as an easy way of trans- 
porting your GameCube around the house, over to a 
friend’s, or wherever. 
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catch major 


Rev the throttle, pop the 
clutch and go head-to- 
head with 10 riders tn 
intense Motocross and 
Supercross competition. 
Pull off death-defying 
stunts in indoor fantasy 
arenas loaded with ramps 
and “don't try this at home” 
obstacles. Over-the-top 
Motocross action, fast 
tracks, unbelievable 
graphics — launch your 
career as a Motocross pro 
with Big Air Freestyle. 


Legendary Monsters. Epic Battles. 

Get your first taste of the greatest 
Godzilla” game ever, exclusively on 

Big Air Freestyle. Be the first to battle 

a 33,000-ton raging monster in a fully 
destructible city. Challenge your friends 
in hand-to-hand combat or use special 
moves to dominate from a distance. 
Own the 2-player demo and become 
the greatest monster of all time. 


Mild Lyrics 


Mild Violence %, @; Se \ a ] . 
, ty wy, Be ” w ge o d Lae 
INFOGRAMES core eat ‘coo Sage ode 


Big Air Freestyle~ © 2002 Infogrames, Inc. All Rights Reserved. All trademarks are the property of their respective owners. Exclusive bikes and riders designed by Oxbow. 

TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. All Rights Reserved. The ratings icon is a trademark of the Interactive Digital Software Association. 
Godzilla ® Destroy All Monsters Melee © 2002 Infogrames, Inc. All Rights Reserved. Developed by Pipeworks. Godzilla ®, Mechagodzilla, Megalon and the character designs 
are trademarks of Toho Co., Ltd. © 2002 Toho Co., Ltd. All Rights Reserved. 


GAMECUBE GAME DISC 


THe GameCube optical discs are super compact 
(only 8 cm in diameter), and they hold about 1.5 
gigabytes of data. While that’s over twice as much 
storage space as a normal CD, it’s about one sixth of 
the maximum amount a DVD can hold. 

It can’t play music CDs and it won’t play DVD movies 
either. GameCube is about videogames, and that’s 
all it’s about. 


A.HIGH SPEED PORT 


Don’t expect anything to connect here anytime soon, 
but it’s possible somewhere down the line Nintendo 
could create a massive storage device like ahard drive 
to hook up here. 


B. SERIAL PORT 


This is where you’ll fit the upcoming 56k Modem or 
Broadband Adapter to take your GameCube online. 
Still no word from Nintendo on when that might be... 


C. DIGITAL A/V OUT 


High-end TV owners can spring for the Component 
Video Cable and get an even sharper image and better 
color than S-Video. And if the game you’re playing and ai = is eos Geet ticaa while, 
your TV both support it, the GameCube is capable of er oOo 
pumping out a Progressive Scan picture which makes Ce a 
everything look even better. 
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D. ANALOG A/V OUT 


If you have an S-Video cable for your N64, don’t pack it 
away when you retire the system to your closet; the 
GameCube has the same AV out socket that the N64 
(and even the Super Nintendo) had, so it can use the 
same cord. Never owned an N64? Don’t worry, the 
Cube comes with its own regular AV cables. 


E. POWER IN 


The Gamecube power cable plugs into this 
standard slot. 
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Seniagti — then you kni 
to that all the Zelda games 
Yoshi's — Y 


“ and so then 
| picked up my 
baseball 
bat...” 


) he original N64 con- 
troller revolutionized 
wa the industry with its 
analog stick and clever 
‘camera’ ‘c’ buttons (most 
useful for first-person shoot- 
ers like the fabulous 
GoldenEye). The Gamecube 
controller is not quite as rev- 
olutionary, but it’s perfectly 
formed. Extra GC controllers 


will sell for $35 in four colors: 


purple, clear purple (like the 
GBA transparent color), 
black, and orange. 


RUMBLE 

Yup, the controller has the 
ability to shake, rattle, ‘n roll 
built right in, just like the 
PlayStation’s Dual Shock. 


1. ANALOG STICK 


Nintendo invented it on the 
N64 controller. 


<. D-PAD 
3. START 
4. C-STICK 


Replaces the C-buttons from 
the N64 controller. Generally 
used as a camera control, but 
doubles up to give the 
GameCube dual-analog ability. 


5. A&B 


These are the main buttons 
you'll be using. The big A 
button also takes you forward 
in menus and such (green for 
go, get it?), and the little red 
B one takes you back. 


6. KEY 

BUTTONS 

These jelly-bean shaped 
brothers are used for sec- 
ondary actions or features 
like camera control. Hold 
down X along with B and 
Start to reset the system. 


WIRELESS © 


No more tripping over wires, this space-age 
wireless wonder will make life easier and score 
you points with the ladies at the same time 
(maybe). Each Wavebird controller comes with 
an infared receiver which plugs into a single GCN 
controller port, which allows for up to four 
Wavebirds on a single system—or any combina- 
tion of Wavebirds and standard controllers you 
may require. These Birds are battery-operated, 
which means that you should remember to turn 
them off after use. 

The design of the controller (and accompany- 
ing infared port) are just as sleek and sexy as the 
GameCube itself. You know you want one. 


7. 2 TRIGGER 

The button made famous by 
N64 Zelda’s "Z-targetting" 
lock-on system returns, only 
now its moved from the 
back of the controller to up 
on top here. Its worked well 
so far with Waverace 
Bluestorm- where it’s used 
as the turbo button. 


S. ANALOG 
SHOULDER 
BUTTONS 

Indented and curved to hug 
your fingers, these suckers 
can be pushed in quite deep 
until they "click" at the 
bottom. They’re almost like 
two buttons in one: push on 
‘em for various degrees of 
one action (like to accelerate 
a car), or jam them all the 
way in until they click to do 
something else (say, use a 
turbo boost). 
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Godzilla® Destroy Ail Monsters Melee © 2002 Infogrames, Inc. All rights Reserved. The Atari trademark and logo are the 
roperly of Infogrames. Developed by Pipeworks. Anguirus, Destoroyah, Gican, Godzlia®, King Ghidorah. Mechagodzilla. 
egalon, Rodan and ihe character designs are trademarks of foho Go. Lid’ © 2002 Toho Co. Lid All nghis reserved. Al 

oiher trademarks are the properly of their respective owners. [he Ratings icon is a trademark of the Interactive Digital Software 

Association. All other trademarks and trade names are the property of their respective owners. LICENSED BY NINTENDO. 


Nintendo. Ninieado GameCube and the Oficial Seal are trademarks of Nintende © 2001 Nintendo. 


QD LVS MRE, RXREPKOT 


Violence 


REL < RH BMERG-- 1 HhOTRL 
<& eByZ] lo eee O S4L5S7 


CONTENT RATED BY 


ESRB 


NINTENDO 
GAMECUBE. 


godzillaoncube.com 


GameCube has a slot on the bottom for a 
56k modem, although it does not include 
one out of the box. Nintendo has not fully 
detailed Gamecube’s online plans, but said 
they will do so when it makes sense to use 
it as a tool in games. It’s truly plug ‘n’ 
play—just snap it into the bottom and 
you're ready to go. 


} 


Not to be left in the 20th century, Nintendo 
has also announced a Broadband Adapter 
to connect to “fat pipe” networks such as 
cable modems and DSL. This allows for 
high-speed data transmission. The bottom 
of the system has two other ports—a high- 
speed parallel and a second serial. Uses for 
these haven't been specified. 


HOOK IT UP 


Attach a Game Boy Advance to your GameCube 
with this cable and use your GBA as a unique 
controller—complete with its own screen to 
choose weapons, display health or a football 
playbook, whatever—or trade information 
between specially designed GC and GBA titles. 
We're sure the killer app we're all looking 
forward to for this cable has something to do 
with those pesky Pokémon critters... 
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shown. 


2 computer entertainment system screens 


PlayStation®. 


THEN IT Ge iS Keri... 


HAVENS CALL OF THE KING'S FREEFORMER™” GAMEPLAY MOVES SEAMLESSLY SETWEEN RACING, 
SHOOTING, $LYING, GLIDING, SOATING AND DOG-FIGHTING GAMEPLAY IN A SEEMINGLY 
BOUNDLESS UNIVERSE! 


Fall 2002 


Mild Violence 


NINTENDO 
GAMECUBE. 


\ J y = =. 
GAMEBOYADVANGCE crt k oF YW THE KING 


HAVENS CALL OF THE KING 
DELIVERS AN EPIC EXPERIENCE 
OF MULTIPLE GAMEPLAY STYLES 
SEAMLESSLY BLENDED TOGETHER 
IN A MASSIVE UNIVERSEs 


YOU MUST FIGHT TO SAVE YOUR 
PEOPLE FROM AN ANCIENT EVILe 
DRAW UPON EVERYTHING YOU'VE 
EVER LEARNED TO FIND THE 
HERO WITHIN AND ANSWER THE 
CALL OF THE KING TO FREE YOUR 
PEOPLE FROM THE TYRANNY 

OF ENSLAVEMENT. 


Coming 2003 


HAVENAMIOWAYsCOM 
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| WANT MY... 


THE GAMES THAT TIME (AND NINTENDO) FORGOT 


With a promised 180 games available by year’s end you'd think all your favorites would be 


accounted for. Or are they? 


PILOTWINGS 


AWAITING CLERRANCE FOR TAKE-OFF 


me OOS" 37 


Pilotwings 64 was one of the best looking games in the 
world when it launched in 1996. It still is 


TOP TEN DEVELOPERS 


CE G THE GCN FUTUF 


ACCLAIM: Acclaim was one of the N64’s 


MM up for a renaissance on the Cube. Turok and 
All Star Baseball were two of the N64’s finest third- 
party games, and they’re both appearing on the new 
hardware. Just hope they don’t take the South Park 
Rally/ECW Hardcore route... 


™) EA SPORTS: While their game library has 
| always been somewhat hit-or-miss, excellent 
MS new franchises such as SSX and NBA Street 
are a must for any console in today’s world. And you 
wouldn't believe how many system-owners buy EA 
Sports games and nothing else. Translation: it’s a good 
thing Nintendo has Madden and Co. on their side. 


® ACTIVISION: Having established itself as 


=== country, Activision is sitting quite pretty. Oh, 
and Nintendo likes the mingling of these four words 
quite a bit: Tony Hawk Game Cube. 


10 | premiere developers, and it looks to be setting 


perhaps the top console game publisher in the 


§ he internal Nintendo development 
team known as EAD created both the 
» original SNES Pilotwings and the 


breathtaking follow-up, Pilotwings 64 (as 


well as all of Miyamoto’s classics), but 
they've been very quiet about a Gamecube 
version thus far. 

Pilotwings 64, it’s worth noting, is one the 
most beautiful videogames ever made in 
terms of visuals. The mind truly boggles at 
the prospect of what the all-powerful 
Gamecube, with its Flipper chip might 
conjure up in future versions. Nintendo like 
to spread their franchises throughout the 
lifecycle of their consoles, however, and it 
wouldn't be at all surprising for them to keep 
this one in reserve until 2003 or beyond. 


m9) RARE: Rare carried much of the N64’s 
7 | weight with titles like Goldeneye, Perfect 
Me Dark, Conker’s Quest and Diddy Kong, and 
hoaseflly Nintendo will continue to work with them 
on GCN as well. Star Fox Adventures and Donkey 
Kong Racing are huge titles. We only hope that Rare 
doesn’t become Xbox-exclusive now. 


— LUCASARTS: Though their track-record 
iS has been a bit spotty over the past few years, 
“= Lucasarts looks to be getting its act together 
enthar quickly. With Rogue Leader blowing the mind of 
nearly everyone who's played it—and Clone Wars not 
loosing any ground either—Lucas is quickly climbing 
atop the heap. 


—@ RETRO STUDIOS: Nintendo has entrust- 
| ed one of the biggest sequels of all time to this 
S28 Austin-based studio, and they've got a lot to 
prove. With ex-lIguana/ex-iD talent, Retro was designed 
with the sole purpose of making GameCube games. 


Continued on page 30 


MISSIONS VARY BY SKATER 


Presenting Evolution Skateboarding—a heaping helping of pure skating goodness. 
Pull off 70 of the gnarliest tricks. Carve, grind and soar through eight wicked 
worlds that change for each of your eight pro riders. Conquer 30 trick-based 
missions in Challenge Mode. And then use your skating skills against powerful 
boss characters, including a two-ton semi. Open wide. This promises to be tasty. 


BATTLE BOSS CHARACTERS 


UNLOCK HIDDEN SKATERS 


Blood 


Mild Lyrics 


RENYTERDS 
CUBE 


Mild Violence 


“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. TM, ®, The Nintendo Game Cube logo are trademarks of Nintendo. The ratings icon 
is a trademark of the Interactive Digital Software Association. King of, LLC © 2002. KONAMIG@ is a registered trademark of KONAM! CORPORATION. © 2002 KONAMI. All rights reserved. 


IN DEVELOPMENT, BUT NOT \EARDY F 


No in-game footage yet, but a tantalizing glimpse of 


Mario Kart for GameCube is all we're getting. For now... 


Continued from page 28 


JM: Resident Evil, exclusive to 
GameCube? Yup, it’s true. In a world where 
most big third-part franchises are going multi- 
platform, Capcom is planting its Resident Evil herbs in 
Nintendo’s garden. One of the most important pickups 
in console history. We'll see if it pays off. 


NAMCO: It’s nice to be on the good side of 
the folks that published games like Soul 
Calibur 2, Ridge Racer and Tekken 4. SC2 and 
Ridge Racer are in the bag, and we wouldn't be sur- 
prised if Mr. Driller made his way over soon. In fact, 
we're gonna bet our drill bits that he does. 


jFA: Perhaps the only development team 
which might be mentioned in the same breath 
as the Big N. Officially out of the console hard- 
ware biz, Sega is now in the position to put their 
games wherever they please. With big names like Yuji 
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looking good. 


oe fe if anyone knows how 


it’s Miyamoto and crew. More 
than a few feathers have been 


ruffled by the radical new look of 
rio 


Zelda—and the lack of any Ma 
title at launch has put some 
off—which means that it 
might take somewhat of a 
leap of faith for gamers to 


entrust their gaming future 
to Nintendo. 


t just wouldn't be right to have a 

| Nintendo system without Mario Kart, 
> and though few details have 
emerged, the good news is that there will be 
endo showed a teaser 
video clip of some very basic renderings at 
last year’s E3 show in Los Angeles. The 

ss than a minute, 
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N64 version, with 
and individually ani- 
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xpressing considerable 
interest in developing for the system, things are 


| NINTENDO: Yes, Nintendo. 
is to 
"ee make great videogames, 


| ant 
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Mild Violence 
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: LEGEND OF ZELDA PREVIEW — 


® ‘d like to introduce you to a little a 

m@ friend you've all been so kind to talk 
Se" so much about,” Shigeru Miyamoto 
said when he unveiled Legend of Zelda hero 
Link to U.S. gamers at this year’s E3 show. Of 
course, we'd seen Link already, when he 
showed his new, cartoony face last August in 
Japan. And Miyamoto’s right: The new look 
had us all talking back then. Some applauded 
the return to the series’ kiddie visual style, 
but many—including a few EGM editors—got 
bent out of shape by the toon-shaded 
munchkin Nintendo had unveiled. But now, 
over a year later, we've all had time to 

come to terms with the change, and after 
thoroughly playing every second of available 
gameplay in the early demo, we can 
adamantly state that you have nothing to 
worry about here. This is classic Zelda. 


OH, BUT BACK TO THAT 
NEW LOOK... 


It really is impossible to play the new Zelda 
without first letting its new toon-shaded 
visual style wallop you over the head. Link, 
all of his enemies and his entire world have 
all been created using simple, expressive 
shapes and bright colors, but everything 
moves with absurdly smooth animation. The 
final result is a game that looks like a 3D 
cartoon. “We intentionally tried to turn it into 
a cartoon,” Miyamoto says, “so that maybe if 
a kid was playing the game at home and his 
parents were watching him they might think, 
‘Oh, he’s watching cartoons.’ But then they 
might look again, do a double take and 
realize, no he’s controlling a cartoon.” 


yr Qu Aye ear gy ay agra, 


# 
ee 


Link’s cinematic showdown with this lava-loving 
centipede was easily the highlight of the demo we 
played. It’s a classic Zelda boss battle. 
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LINKED TO THE PAST 


But while Miyamoto is throwing Zelda 
fans a graphical curveball, he has wisely left 
the classic gameplay intact, choosing only 
to add compelling new aspects to the 
established system. If you've played Ocarina 
of Time or Majora’s Mask on the Nintendo 64, 
you'll know exactly what to do here. This pint- 
sized Link runs, auto-jumps, climbs and fights 
just like his N64 forerunner. You still lock-on 
to enemies and assign sub-weapons and 
items such as the hookshot or boomerang 
to various buttons (see the big screen on the 
next page for a closer look). Link does have 
some nifty new moves as well, including a 
Solid Snake-style wall shimmy, rope-swinging 
skills and the ability to pick up enemies’ 
weapons. 

Link’s new stealth moves came into play 
in one of the demo's levels, in which he 
explores the “Island of the Mystical Beast,” 
a heavily guarded fortress. Hiding in the 
shadows, edging along walls and crawling 
through ducts help avoid capture here. 
Giant searchlights sweep through the area, 
and Link can even hide inside a barrel to 
elude the nasty patrolling Moblins. It’s 


this kind of intense gameplay that eliminated 
any concern over Zelda’s challenge being 
scaled back to match the new kiddie look. 
“Even with the cel-shading,” Miyamoto 

tells us, “the world is so immersive that 
people are going to be able to experience 


“We've come a long 
way from Ocarina of 
Time.... With the GC 
Zelda we can give 
players a cartoon 
they can control.” 


—Shigeru Miyamoto 


it a lot more fully than they did in past 
Zeldas.” 

Another playable area featured a colossal 
centipede living in a pool of molten lava. 
While it was tempting to just stand and 
stare in slack-jawed amazement at this beast 
and its writhing animations, we found that 


LEGEND OF ZELDA PREVIEW 


TOUCHING MR. TINGLE 


If you have a GC-to-GBA link cable, you can call “i 


Cursor 


upon Tingle (the mapmaker in Majora’s Mask) to | es 

display a dungeon map on your GBA (no cartridge = 

necessary). Tingle can also place bombs and 

check out items. A friend can even act as your 

Tingle co-pilot on GBA while you control Link. GC Bomb 


© 064 -) 


Link’s spinning charge attack is back, and it now sends 
him into a dizzying, destructive frenzy. As always, it’s a 
rad way to mow the lawn. 


omeoamatt 1B 
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Link can now get all sneaky, Solid Snake-style. Against 
a wall, press B to silently slink and shimmy. Note Link’s 
devious expression. 


SOME THINGS 
NEVER CHANGE 


Zelda‘s cartoony visuals are shocking, 
but series fans will feel right at home 
with the controls. Just as in the N64 
Zelda titles, you can map weapons 
and items to the desired auxiliary 
buttons. The L button acts as your 
targeting lock-on and the Z button 
only comes into play when Link 
needs in-game hints (the controller 
will rumble and a flashing “Z” icon 
appears on screen). 
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LEGEND OF ZELDA PREVIEW 


ZELDA GBA 
PARTY WITH 
A WHOLE 
LOTTA LINKS 


Nintendo has another Zelda you can 
play (this one for GBA), and it mixes 
lots of old with a little new. The 
Legend of Zelda GBA, now available, 
is a port of an old game, but it 
features a four-player competitive 
mode (using the GBA Link Cable) with 
spiffed-up visuals and new dungeons. 


VUUUCY: : - 


The Legend of Zelda GBA packs a perfect 
version of the Super NES classic A Link to the 


Past... See the nasty weapons those Moblins are wielding? 
fighting the monstrosity was actually the After you trounce those foes, you can pick up either 
highlight of Zelda demo. Link’s meager the giant sword or the wooden staff. 


sword was no match for the critter’s armored 
skin; we needed a little ingenuity to prevail. 
With Link’s hookshot and a careful aim, we 
swung over the fiery pit and loosened a large 
boulder looming overhead. Three of these 
swings brought the rocks tumbling down 
onto the monster, weakening it enough for 
our sword to hurt it. And there ya go: a 
perfect Zelda boss battle—challenging, 
innovative and breathtaking. Who would 


..but the graphics in the new four-player have expected anything less? 


dungeons feature larger, better-animated Links. 
THE GREATEST STORY 
So, now that you've seen the amazing 
new graphics and experienced the solid He may be cute and cuddly, but Link can still bust out 
gameplay, what else about Zelda could a devastating jumping-slash attack. 
Surprise you? The plot. The game'’s official 


tagline, “The Legend is Reborn,” is right on. sis, presents him with a nifty telescope. No 
As the game opens, Link celebrates his 12th sooner than he gets the telescope in his 
birthday with his grandmother and sister in hands and he looks skyward and spies a 
their quaint fishing town. Grandma gives huge, evil-looking bird being attacked by a 


him his trademark green duds, while Arril, his nearby pirate ship. The frazzled bird drops a 


Although the four Links are competing against 
each other, sometimes they need to team up. 


Another example of teamwork: Some puzzles Here’s a toughie: Should you toss your friend The four-player mode is a race for Rupees 
require all four players to stand on switches. over to hit the switch...or into the abyss? (money), so the greediest Link will triumph. 
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CHANGE OR DIE. 
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\ ; www.robotechgame.com 
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CYCLE GAMECUBE. , 
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LEGEND OF ZELDA PREVIEW 


SAILING 
AWAY 


Link’s trusty steed, Epona, 
seems to be MIA this time, but 
the hero has a snazzy new 
form of transportation—a cool 
boat carved to resemble a 
dragon. In one playable scene, 
Link must race the boat 
between two points within a 
given time limit, steering to 
pick up Rupees along the way. 
“Wind is going to play a very 
important role in this game,” 
Miyamoto says, “and there will 
be scenes where Link is sailing 
his boat out on the water and 
you will have to pay attention 
to the direction of the wind.” 
You will even notice the breeze 
when walking around, as Link’s 
hat and clothes rustle 
realistically. 


The cartoony visuals even extend to death animations: 
Enemies die in a puffy purple flourish. 


LINK, MASTER 
OF ARMS 


Link can now pick up felled enemies’ 
weapons, including huge swords and staffs. 

Miyamoto promises that this “is going to be 
integral to the gameplay.” For instance... 
@ Link can use wooden staffs to bop enemies over 
the head or to light torches. 
@ Large swords stolen from foes can break 
through thin wooden walls and heavy barrels, but 
they are slow and unwieldy for fighting. 
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mysterious girl into the forest and Link is 

off to investigate. Just as he reaches her, 
however, the bird swoops down and 
snatches Arril with its talons. With a sword 
in hand and a damsel in distress, Link’s 
adventure has begun. While we like the 
intro and new characters just fine, there 

are tons of questions that begin to fill our 
heads. Where is Princess Zelda? What about 
series boss Ganon? Is this world even Hyrule? 
Sadly, Miyamoto isn’t talking about the 
storyline. All we got out of him was a sly, 
elfin smile. 


“This art style has 
sO many merits. | 


truly feel that the 


cel-shading adds a 
great deal more to 
the game than it 
takes away.” 


—Shigeru Miyamoto 
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Mild Violence — 


INTERACTIVE 


fire, ice, electricity and bubbles, somebody needs to slap a warning label on that dragon. od | , J 
ans septa te 
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My name's Totakeke, but 
when I'm out here playing 
my tunes on Saturday nights, 
I go by K.K. Slider. 


lot since 


) magine a game that you could play 
® for months, perhaps years, and 
Wem always have something more to do. 
A game with no ending that lets you live in 
a virtual world very different (hopefully) 
from your everyday life—with animals as 
neighbors—and lets you do anything you 
want. Think that game only exists in your 
dreams? Think again. 

Welcome...to Jura-, | mean, Animal 
Crossing. Sure, this isn’t a game that 
stretches the capabilities of the GameCube to 
the max—in fact, it’s a port of a Nintendo 64 
game, which sometimes shows through in 
the form of blocky textures. But AC doesn’t 
need visual glitz to knock your socks off— 
you'll be too busy having fun to even notice. 

You begin by moving into a new town, 
buying a house, paying it off with a part-time 
job at the local five-and-dime, and getting to 
know the locals. And after that first day, you 
won't be able to put the controller down. 

You'll find yourself turning the game on 


“just for a minute” to see how Bubbles is 
doing with that flower garden. Later you'll 
realize you Just spent hours running errands 
for your friends, designing patterns to paste 
on your walls or clothing, and playing NES 
games like Donkey Kong and Excitebike. 
Expect this cycle to repeat itself many times 
as you wonder what's going on in your town 
at all hours of the day and night. And that 
includes waking at six a.m. for calisthenics. 

Have friends that are playing AC? Borrow 
their memory cards—you can visit their 
towns (and have some real fun screwing with 
their neighbors). Looking for more? AC also 
hooks up to the GBA eReader via the GC-GBA 
Link Cable for expanded fun. @ 

-Chris Johnston 


After the first day, you 
won't be ab le to put 
the controller down 


Events in Animal Crossing are tightly linked to the 
GameCube’s always-running, internal clock. That means 
if you need to be somewhere in AC at 5:30 a.m. game 


Kody 


Hub? WHEAAT?! 
Yeu onbeisavable jerk! 
Yeah, i'm taiking about YOU! 
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time, you better be at your Cube at 5:30 a.m. real time. 
Fortunately, things are pretty laid back with these 
_ mellow mammals—the worst you'll get is a little harsh 
| scolding for missing your appointments. 
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(1) Discover the hidden identities of Animal Crossing’s 
unique animalian residents. (2) When you're out of, 
ah, Nook, just slide on down to the...Nookway...and 
pick up some more. (3) Recognize this? Donkey Kong 
and an assortment of other 8-bit Nintendo games are 
packed into the AC world. (4) Interaction and trade are 
key to growth and prosperity in Animal Crossing. 
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GRAPHICS: 


Won't blow your mind 
out off it’s stalk, but they 
get the job done for this 
stylish, cutesy title. 


GAMEPLAY 


SERNA RNS TRATES TEL IS SNE STIRS ILE ets 2) 
Fresh and fun. It’lll make 
you forget there is such 

a thing as a real world 
for hours on end. 


SOUND 


SS AS NA IAT ES TARTAR TED 
Weak. If you don’t own 
an N64, Animal Crossing 
will be happy to show 
you what it sounds like. 


OVERALL 


Anow there, matey! | * 
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(5) You’ve got mail! 
Seriously, you do in 
Animal Crossing—send 
and receive with your 
animal friends. (6) 
Fishing’s not just fun, it’s 
a way to make some 
mad bank. Sell your 
catch to support your 
living habit. (7) Even 
small-time oarsmen 
have big-sea-captain 
accents in AC. Indulge 
him, he’s there to help. 


Despite graphical and 
audio shortcomings, 
one of the, most 
innovative, addictive 
GameCube titles on 
the market. 


y experience with Eternal Darkness 
| prior to playing the final release came 
in the form of a limited demo shown 
off at last year’s Nintendo Cube Club events. 
Back then it was slow, clunky and the story 
(that I'd later discover is the most important 
of its ingredients) was nonexistent. | expected 
Resident Evil and because it wasn't that, | 
dismissed it. That was a mistake. ED’s not RE, 
but it ended up being a fantastic horror game. 
It's like a good book; it starts off slowly, but 
once it has its claws in you it doesn’t let go. 


¢F 
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EXAMINE 


Each episode is different enough to hold your 
interest and advance the story before 
whisking you back to the present time. 

The only complaint | have about its pacing 
is that the game starts out too easy and 
doesn't get really difficult until the last 
quarter. And even though the story hooked 
me by the time | finished the third chapter, 
my opinion of the graphics hasn’t changed 
from the time | first played the demo—they’re 
unimpressive and the characters are still too 
cartoony for my taste. 

But because ED is so deep and engrossing, 
the gameplay is so varied, and the magick 
system has so much technique, looks don’t 
matter so much. That’s the weird and cool 
thing about ED— it’s one of few games that 
doesn't need to rely so much on its visual 
prowess to keep you interested. Nintendo's 
first stab at the horror genre is a strong one, 
and it sets a new benchmark for storytelling 
in video games. —Chris Johnston 


(1) These anatomy-book rejects are some of the most 
common enemies in the game. Hack their limbs off 
and watch ‘em squirm. (2) If you thought the 
GameCube only did cute-n-cuddly visuals, ED will 
definitely prove ya wrong. (3) Red-hot protagonist 
Alexandra Roivas and a blue-hot cast monster. (4) Fate 
turns a Roman soldier into history’s first light show. 


(5) We don’t want to 
spoil anything, but 
sometimes it’s hard to 
tell if your GameCube is 
busted or the game’s 
just messing with you. 
(6) ED’s storyline takes 
you on a heart-smart 
journey through the 
annals of time. Yes, 
annals. (7) The Tome of 
Eternal Darkness is the 
chronicle of your journey 
through time. This bad 
man shows up in it a lot. 


A 


GRAPHICS 


Bold and detailed with 
excellent lighting effects 
that contribute to the 
game’s freaky settings. 


GAMEPLAY 


Not too heavy on the 
action, but compared to 
Resident Evil, it’s a 
smorgasbord of activity. 


SOUND 


The death-metal-singer 
voice chanting spell 

names gets old, but the 
ambient sound is great. 


OVERALL 


An ambitious 
adventure that blurs 
the line between its 
world and your own. 
Plus, it'll freak you 
out but good. 


GameCube Guide 39 


eee 


1S CSREES TT Hey 


se 


SEAS 


i 


=p hmiac 


ee eae 


RITE IES LMT OLS 


a 


2 SERINE 


mig 


40 se Guide 


harming: That's probably the best 
word to describe Pikmin, and not just 
because of the doe-eyed title critters. 

The gameplay, a puzzle-based real-time- 
strategy hybrid of sorts, is as unique as it is 
captivating. Intuitive controls make it possible 
for anyone to pick up Pikmin right away, but 
with time you realize just how many different 
ways you could play through the game. 

Cute little details, like the Pikmins’ “heave- 
ho” chant as they lift items or the tiny 
trumpet that sounds as they march, quickly 
trick you into loving the lil’ guys. Watching 
your babies swarm an enemy and viciously 
tear it apart from all sides becomes a 
strangely proud moment. This “combat” 
actually has some strategy to it—each of the 
nice variety of bad guys has a weakness to 
discover and exploit. Commanding your 
Pikmin troops in battle is a fun challenge. 

For its genre, Pikmin provides decent bang 
for the buck (about 13 hours long plus solid 
replay bonuses). Really the only 
disappointment is that, like Luigi’s Mansion, 
Pikmin ends right as it’s hitting its stride. A 
few more areas like the diverse last level 
could have made a great game even better. @ 
—Mark MacDonald 


“Pay no attention to those yellow and red Pikmin 
drowning at your feet, men. We'll make more.” 


Haunting m music cand 


GRAPHICS 


2S TE 


Vibrant and colorful, and | 
the animation holds up— 
even with dozens of 
Pikmin on the screen. 


GAMEPLAY | 


Fun and innovative, | but it 


won't have you coming 
back for too much more 
after your first time. 


Pikmin utterances stand 
out against an otherwise 
spartan sonic backdrop. 


OVERALL | 
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If its gameplay was a 
little meatier, Pikmin 
would be killer. It’s 
one of the most 
stylish, innovative 
titles on the market. 
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Undeniably the most intense experi 


% he intense yet strategic combat of 
Halo. The ingenious level design and 
wea devious puzzles of Zelda’s best 
dungeons. The intriguing story, moody 
atmosphere, and spooky thrills of Resident 
Evil. The new Metroid stands with the very 
best of modern games in almost every 
important respect. Well, except sound and 
graphics, where Prime surpasses them all. 
The amount of time, skill, and dedication 
that obviously went into crafting and 
polishing this game just completely blows my 


Videogames...just 
aren't supposed to 
sound this good 
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mind. Videogames, regardless of what 
system they are for, just aren’t supposed to 
sound this good, look this detailed, be this 
large in scope and this fun to play all at the 
same time; it’s like the best title from six 
years in the future fell through a time warp. 
Besides one aspect of the controls (why 
not include the option for a dual-analog stick 
setup like most other first-person games?), 
it's hard to imagine any complaints even the 
most cynical gamer could have with Prime. 
It's a joy to play and nearly impossible to 
put down until it’s all over, and even then, 
a stash of secrets and cool unlockables 
await. Highly recommended whether you're 
new to the series or (especially) if you're an 
old fan. —Mark MacDonald 


(1) Samus’s grappling hook. Introduced in Super 
Metroid and carried over to Prime as an extremely 
handy tool. (2) Home in on enemies with your locking 
gun in Battle Visor view, or scan them with one of 
three other visors. (3) The Morph Ball cuts Samus 
down to a fraction of her standing size. Great for 
exploration. (4) Open wide for plasma cannon. 


METROID PRIME 


GRAPHICS 


Outperforms any game 
on any console without 
question. We don't know 
how, but it does. 


GAMEPLAY 


Everything about the 
best action games of 
2002 rolled into one 
amazing package. 


SOUND 


Sets the perfect stage 
and tone for the action in 
Metroid. Unbelievably 
good sound effects, too. 


OVERALL 


(5) X-Ray Visor: 
Necessary for seeing 
certain enemies and 
locating secret passages. 
(6) Thermal Visor: 
Essential for fighting bad 
guys in dark places, and 
locating power switches. 
(7) Scan: Used for 
gathering information; 
great for finding enemy 
weaknesses. 


Whether you like first- 
person shooters or 
not, this game will 
blow your socks out 
of your nasal 
passages. Buy it now. 


INTRODUCING THE 
BEST LIGHT EVER MADE 


FLOOD LIGHT 


STOP CRAWLING AROUND IN THE 
DARK, DAMP EARTH WITH THE 
WORMS. COME OUT WHERE YOU 
CAN SEE. COME TO THE LIGHT. 
THE FLOOD LIGHT. 


FOR GAME BOY ADVANCE™. LIKE YOU 
DIDN'T ALREADY KNOW THAT... 


FLOOD LIGHT...THE UNFAIR ADVANTAGE. 


WWW .GAMESTERUSA.COM 


REVIEWS 


The game that started it all 


™ et’s get one thing straight: This is 

| not a rerelease for a new system like 
Gee Super Mario World, and it’s not a 
director’s cut with a few extras, a la Genma 
Onimusha. The RE mansion has been 
completely gutted and rehabbed with only 
the foundation left intact. 

The most noticeable change—the 
incredibly realistic graphics—may seem only 
cosmetic, but they serve a higher purpose 
here. Without trying to sound corny, the 
house the game is set in becomes like a 
character in itself. OK, maybe that’s corny 
after all, but it’s true—dank corridors, flashing 
lightning and flickering fireplaces bring the 


Awesome...even for 
fans who know the 
PS1 game by heart 


EDITOR'S PICKS 


starts 


mansion to life, making it fun just to watch 
someone explore its eerie environments. 

Other additions below the surface improve 
the game in lots of little ways, my favorite 
being the defensive items. They give you a 
second chance when you screw up, plus add 
a personal, in-your-face element that shooting 
zombies from afar lacks (nothing says “I love 
you” like a grenade in someone’s mouth). As 
for replay, differences in the difficulty levels 
and extra modes like One Tough Zombie 
were reason enough to keep me playing for a 
solid week. 

The overall story is the one part of the 
Original that remains. Despite a few 
interesting new notes and tweaks, there’s no 
denying it’s less exciting for experienced 
players to know how the game will eventually 
end. But the spooky ride that gets you there is 
still most definitely worth taking. @ 


—Mark MacDonald 


Take a trip out to the shed in the backyard of 
RE’s mansion (yep, there’s a shed now. and a 


backyard) to meet the new boss lady. She’ll pop 
up a few times throughout the game, but (here’s 
a hint) can’t be killed off until your last encounter 
with her. 
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(1) Remember this scene from the PlayStation 
Resident Evil? ‘Course not; it’s brand-spankin’ new, 


like most of this remake. 


(2) Zombies are dumb but 


persistent. Make sure that shotgun is loaded if you 
run into one of RE’s new Crimson Heads. (3) You 
rang?” (4) Most of your favorite old haunts (and save 
rooms) are still here, so you won't be totally lost. 


RESIDENT EVIL 


it all over again 


(5) New endings 
mercifully replace sub- 
par, live-action finale 
with slick computer- 
animated characters. 

(6) The sharks are about 
100 times more 
aggressive now, 
especially the super- 
sized one.... (7) Tyrant 
still wears his heart on 
his sleeve. Or his 
shoulder, anyway. He’s 
still quick in his old age. 


CUBE 
DATA 


‘PUBLISHER: Capcom 


DEVELOPER: Capcom 
‘GENRE: a Horror | 
PLAYERS: 

RELEASE DATE: OutNow 
ESRB RATING: M Ee 


CUBE 


SCORE 


GRAPHICS 


The whole game’s like 
walking through a 
painting. Stationary, but 
absolutely gorgeous. 


GAMEPLAY 


More fun to watch than 
it is to control, but 
you're doing both, so 
who's complaining? 


SOUND 


Ambient noises and 
subtle, dynamic music 
are almost half this 
game’s appeal. Perfect. 


OVERALL 


One of the best 
reasons to own a 
GameCube, whether 
you're a veteran of 
the original or a total 
newcomer. 
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Jedi. Outcast. Rebel. Mercenary. You have one lightsaber and eight Jedi Force powers, including Jedi Mind Tricks, Force Lightening and Force Gript===-. 


With a devastating arsenal of weapons like disruptor rifles, thermal detonators, trip mines and a Wookiee bowcaster you must battie a hoard of new 
enemies. Fight in single mode or go lightsaber against lightsaber in split-screen multiplayer Jedi arena — or die trying. Learn more at jedioutcast.com 
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ogue Leader isn’t a particularly long 
game. You can whiz through its 11 
= ® missions in one weekend if you 
don’t worry about earning medals or 
opening bonus missions. 

But heck—this sucker is worth the price of 
admission for its final two missions alone, 
which faithfully re-create Return of the Jedi’s 
raid on the second Death Star. And that’s 
where Rogue Leader is at its best—when it 
lets you relive the famous battles from the 
flicks. For the most part, the levels that fill the 
gaps between these big battles deliver the 
same white-knuckle fun. (| leaned in my seat 
a lot while playing this game.) 

What the non-movie missions lack in scope 
and familiarity, they make up for in 
complexity and overall wow factor. One 
mission, for instance, has you escorting 
Rebel shuttles over a water world, toppling 
AT-ATs before they can trundle from the sea, 
and protecting ground troops while they 
assault a crashed star destroyer. 

No, Rogue Leader ain't perfect. Spotting 
TIEs against the starfield backdrop is tough, 
and one disappointing level seems tacked on. 
But this launch GC title is still amazing. 
—Crispin Boyer 


Some scenes are ripped right from the Star Wars 
movies, only you’re the pilot/gunman/nerf-herder. 


ing to owning an X-Wing 


GRAPHICS 


From the first trench-run 
mission to the incredible 
Endor Battle, the visuals 
and animation rock. 


GAMEPLAY 


Different objectives and 
spacecraft keep an 

otherwise monotonous 
style exciting and fresh. 


SOUND 


Though we’re a little 
tired of Star Wars music, 
the catch phrases and 
voice acting are cool. 


OVERALL 


RL is such a tight 
package overall, not 
even a couple of small 
stumbling spots break 
its powerful stride. No 
excuses—play it now! 
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SUPER MARIO S 


You just can’t lose with Mario 


unting ghosts, surfing squid, 

spinning slots, riding roller coasters, 

brushing a giant eel’s teeth—the 
beauty of Sunshine is in all its unique (and 
often quite bizarre) little missions, and the 
sheer variety of gameplay used to achieve 
them. Heck, the list of ingenious uses for 
Mario’s water pack alone is more than most 
other games achieve. 

Of course, Sunshine has the Mario staples 
you'd expect—jumping, climbing, swimming, 
etc. In fact, parts of the game pay direct 
homage to the old days: You hop through 
no-frills obstacle courses as a remixed 
version of the classic Mario theme plays 
in the background. Although they look 
embarrassingly plain, these sections are retro 
gaming with a point: a return to the simple 
joys of straight platform gameplay, where 
steady nerves, quick thinking and quicker 
reflexes are necessities. 

Luckily, Sunshine also recalls previous 
Mario adventures in its solid, intuitive 
controls. All the moves in the plumber’s 


The list of ingenious 
uses for Miario’s 
water pack alone is 
more than most 


other games achieve 


gigantic arsenal become effortless after just a 
few levels, and yet you'll be discovering new- 
and-improved methods even after “finishing” 
the game. (There are plenty of extra secrets 
and optional areas to find). 

Only one problem keeps you from 
becoming one with Mario as you play—the 
camera. You spend way too much time 
adjusting it in Sunshine’s activity-packed 
levels, often unable to get the angle you 
really need—sometimes it’s almost too 
frustrating to bear. It’s the one flaw in an 
otherwise outstanding game. 

—Mark MacDonald 


Right at the outset, Mario Sunshine introduces you to 
F.L.O.0.D., or the Flash Liquid OverdOusing Device (yeah, we 


think it’s a stretch, too). But if you can stand his annoying 
little robotic voice (think Johnny 5 from Short Circuit), he’s a 
necessary companion, especially when outfitted with one of 
several different nozzles found in the game. 
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(1) You'll have to find each boss’s weakness and 
exploit it. Most involve using that new cannon on 
Mario’s back. (2) Bonus stages put your mastery of 
Mario to the test. (3) The game’s great about making 
ropes and platforms easy to land on and cling to. Hold 
on! (4) Fences and coins: While SMS is most like 
Mario 64, it borrows from all previous Mario games. 
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cuBE |™ 
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PUBLISHER: Nintendo 
DEVELOPER: Nintendo 
GENRE: Action-Platformer. 
PLAYERS: 1 

RELEASE DATE: Out Now 
ESRB RATING: E 


Come " 
GRAPHICS 
| Absolutely stunningly 
Sey colorful worlds. 
of eage © ée Everything is bright 
ne ois s and cheery. 
ioe dd 
. | GAMEPLAY 
, (Sn SSS | 
% Yt. “iit Classic Mario gameplay. 
agen’ Running, jumping, 
climbing, swimming. 
oe Controls are intuitive. 
~ SOUND 


7 The catchy tunes will 
stay in your head for 

days. The classic Mario 

theme has been remixed. 


OVERALL 


This game will 
challenge you more 
than you would 
expect. Mario’s water 
pack alone is enough 
gaming fun for most. 


(5) Framed for a crime 
he didn’t commit, Mario 
is forced to run around 
and perform clean-up 
community service. (6) 
Triple jumps, spin jumps, 
flip jumps...Mario has 
always been and always 
will be about the hops. 
(7) Mario’s FLOOD water 
pack serves as a 
weapon, a clean-up tool, 
various propulsion 
devices and more.... 
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(1) It’s like the Pokémon factory exploded. Pikachu 
returns with some friends in this edition of Smash 
Bros. In fact, Melee is really just a nicer-looking, larger- 
rostered version of the N64 game with a strong single- 
player/story mode. Think about it, what else could 
you want? (2) Luigi tosses Princess Peach around 
while Zelda heats things up. Typical day in SSBM land. 


SUPER SMASH BROS. MELEE 


Everything you loved about the original, plus infinity 


*® hen we first got Melee in the office, | 
| took it home, played a few rounds, 
fie and put the controller down, 
unimpressed. Maybe it was a rehash after 
all. Later, while exploring the game’s many 
options, | stumbled into Event mode and 
couldn't stop playing. 

What | expected to be a tacked-on, half- 
assed extra mode was really the meat of the 
game. The enemies that were so simple to 
beat in Classic had suddenly become a 
serious Challenge. This required strategy, 
defense, technique and mastery of the Smash 
attacks. It wasn’t long after that | was back 
into Classic and Adventure, unlocking new 
trophies and secret characters. 


| stumbled into 
Event Mode and 
couldn't stop playing 
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My mission was Clear: | couldn't stop ‘til 
everything was unlocked. A week later, | was 
still finding new trophies, arenas and 
characters—each one incentive to play again. 
| didn’t even touch the Home Run Derby 
mode ‘til the second week; | was too hooked 
on multiplayer by then. 

Even if you haven't played the N64 Smash 
Bros., you'll be okay here. Newbies will still 
be able to button mash while the pros 
combo their arses. You can always set a 
handicap—a ton of options let you fully 
customize matches. 

| can’t find much to complain about here. 
| do wish there were more levels like Brinstar 
Depths, with interaction between characters 
and their environments. And sure, | could 
mention a few other nitpicky details (like the 
cheap computer Al in Event mode and the 
higher difficulties), but who cares? Melee is 
still a great fighter that’s got more than a 
Nintendo fan could ever want. Buy it. 

—Chris Johnston 


GRAPHICS 


SSA NRE STE Me MTR EY IE 
The colors are so brite at 
times, you'll need 

shades. 


GAMEPLAY 


Once you discover Event 
mode you'll be hooked 
for good. 


SOUND 


The sound overall is 
good. Standard fare for a 
Nintendo game. 


OVERALL 


All your favorite 
Nintendo characters 
are here. Great 
multiplayer action 
or a fine one-player 
challenge. 


(Left) Behold, the entire 
cast of Super Smash 
Bros. Melee. They’re 

25 strong including 
duplicates (young and 
old Link, for example). 
Who's your favorite? 
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Game Boy® Advance connectivity 


teliving Sonic's be 
® t’s a shame that many of today’s 
| younger gamers have never played 
: § most of the classic games from the 
16- bit era. Sega has taken steps to alleviate 
that problem by releasing the extremely 
cool Sonic Mega Collection for GameCube. 
The heart of this package is comprised of 
the four main Sonic games, Sonic the 
Hedgehog 1-3 and Sonic & Knuckles. Each of 
these classics holds up remarkably well given 
its age, and will keep Sonic lovers enthralled 
for weeks on end. 

Dr. Robotnik’s Mean Bean Machine is 
another great title included here. Despite the 
horrible character designs (inspired by the 
equally horrible Sonic cartoon), this variation 
of the Japanese puzzle game Puyo Puyo is 
still one of the best puzzle games around, and 
it’s even better with two players. 


Fans owe it to them- 
selves to pick this up 


he ie 
ye ete es) 
= 


Sadly, not every game in the collection is a 
winner. Sonic Spinball is a slow, boring 
pinball game with sluggish control. Even 
worse is Sonic 3D Blast, an isometric action 
game with poor control and dull, sparsely 
populated worlds. Why, Sega, why? 

The hidden games are all quite good. Not 
to spoil any surprises, but three of the five 
titles are the versions of Sonic the Hedgehog 
1-3 that you unlocked when you connected 
the original Genesis carts to the Sonic & 
Knuckles cartridge. Also included are 
collections of all the Sonic comic-book covers 
and a few promotional movies (including 
animation from the Sega CD game, Sonic 
CD). These extras are cool, but not nearly as 
impressive as those on the previous Sonic 
anthology, Sonic Jam, for the Sega Saturn. 

Despite a few subpar titles, there’s no 
denying that Sonic Mega Collection contains 
some awesome games. Sonic fans owe it to 
themselves to pick this up. = 


—Phil Theobald 


Remember these? Sonic spent some time on discs before his return on the 
Dreamcast in Sonic Adventure; we'd love to see them show up on a comp. Too 
bad these were on dying consoles, back in their day, as well. Hmm.... 


Sonic CD—Sega CD—A favorite among Sonic fans; done in classic Sonic 1 style. 
Sonic R—Saturn—Sonic and friends footracing on some cool little tracks. 
Sonic Jam—Saturn—Sonic’s first four Genesis games on one convenient disc. 


52 GameCube Guide 


(1) Yep, that’s Green Hill Zone from the ol’ Genesis 
Sonic. She's a real beaut. (2) Dr. Robotnik returns in 
just about every conceivable form. (3) Some hidden 
goodies, like the original bonus levels, and even 
Sonic’s less-than-stellar moments, are captured on 
this collection, including... (4) Sonic Spinball. Pinball 
fans all cringed just a little in unison there. 


A COLLECTION 


Za 


GRAPHICS 


We give it a “yowch” 
only because these are 
old games; they looked a 
lot better in the ‘90s. 


GAMEPLAY 


EE SSE SE EES ES EE S| 
About half good, only 
because these games are 
only about half good. 
Some real gems, though. 


SOUND 


Genesis sounds worse 
than we remember, or at 
least it does when 
translated to GameCube. 


OVERALL 


(5) Sonic & Tails keep 
the classic spirit of the 
original alive in Sonic 2. 
(6) Sonic 3D Blast was 
just terrible. Seriously, 
this is still a bad game 
that was not even 
developed by Sega’s 
Sonic Team; it was 
farmed out. (7) Dr. 
Robotnik’s Mean Bean 
Machine is a quirky, 
confusing twist on 
Japan’s Puyo Puyo. 


Lots of good times 
here, but lots of bad 
memories, too. 
Definitely a good buy 
for nostalgic Sonic 
fans or total newbies. 


HESE PAGES AND INTO 
YOUR HOMES! 


Join Shoe and the rest of the Game Group 
editors as they invade your screen with the 
latest game news and releases that will 
jumpstart your weekend! 


Tune in every Thursday 7:45 pm ET/ 4:45 pm PT 
to HOTWIRED's Big Video Game Hunting hosted by Renay San Miguel 
on CNN Headline News. 
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ven though I’m a big Bomberman 
fan, | wasn't all that excited to play 


most of the previous Bomberman titles 

that focused on the Single-player Mode 

(most notably, the three released for the 
N64) have been, well, pretty bad. 

The first thing that | noticed was how nice 
the game looks. Everything is so bright and 
colorful, and the cel-shading really makes the 
characters come alive. | figured there was no 
way that the gameplay could be as good as 
the graphics, but it didn’t take long for 
Bomberman Generation to prove me wrong. 
The action is puzzle-based, so you have to 
think to get through most of the stages. 

Another strategic element comes in the 
form of the Charabom creatures. These 
Pokéemon-style critters grant Bomberman 
new power’s you'll have to master. It’s a 
shame that the Charabom battle mini-games 
are more reliant on luck than on skill... 

Of course, this wouldn't be a Bomberman 
game multiplayer, and Generation’s is 
fantastic. Coin Battle is the current fave here. 

When there’s this much fun packed into a 
game, you really have to give it a try. & 

—Phil Theobald 


Relax your eyes, stare at this screenshot from about 12” 
away and see if you can make out the sailboat. 


GRAPHICS 


The currently too- 
popular cel-shading 
actually keeps things 
nice and clean here. 


Part nie neat action 
and a few terribly 
addictive multiplayer 
modes for your friends. 


Could taiken | it or leave it. 
Like most games of its 
type, it’s not out to wow 
you with its music score. 


OVERALL 


Generation is no 
Saturn Bomberman, 
but it’s doubtful that 
any Bomberman game 
ever will be. Still, this 
is one terrific game. 
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SPECIAL 


ARE YOU MISSING > 


SOMETHING? 


Order these back issues to make sure 
that you have a complete reference 
library of the most valuable tricks, 
cheats, and codes for all the top 
games on your console. 


Panzer 
DRAGOON 


Mite 


See | 


Xbox Nation 
#3 


#4 
$12.00 $12.00 


Th 


Xbox Nation 
Premiere Issue 
$12.00 


Xbox Nation 
#2 
$12.00 


Pocket Games 8 
Spring 2002 
$12.00 


Pocket Games 9 
Summer 2002 
$12.00 


POCKET, 
games, 


Pokemon Seer, 
(Gold &' Silver, . 


Pocket Games 6 
Summer 2001 
$12.00 


Pocket Games 7 
Fall/Winter 2001 
$12.00 


Pocket Games 4 
Summer 2000 
$12.00 


Pocket Games 5 
Fall 2000 
$12.00 


HOW TO ORDER: Simply check off which 
magazines you want and send in the order 
form (photocopies accepted) along with a 
check made payable to Ziff Davis Media, for 
the amount indicated for each magazine plus 
shipping and handling—add $3 for U.S., $3 for 
Canada and $5 for foreign orders—in U.S. 
funds only for each magazine! Orders should 
be mailed to: Back Issues, 1411 Opus Place, 
Ste. 340, Downers Grove, IL 60515. Price and 
availability subject to change without notice. 
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GODZILLA: 


ALL MONSTERS MELE 


DESTROY 


no) fafay a) 


Dubbed voices and rubber suits never looked so good 


heoretically, any game starring 
Godzilla should be extremely cool, 
right? After all, Godzilla is all about 
stomping on buildings and shooting fire at 
other giant monsters. What better premise 
for a video game? 

Sadly, most previous Godzilla titles have 
been ultra-dull strategy games or half-baked 
action titles (for example, the horrible, import 
Dreamcast release, Godzilla Generations). 

That's why it was such a pleasant surprise 
to see that Godzilla: Destroy All Monsters— 
Melee got it right. Kaiju (that’s “guys in big, 
rubber monster suits” to you and me) fans 
will get a kick out of all the Godzilla-y details 
in DAMM. Godzilla and most (but not all, 
dang it) of his rivals are here. They look 
terrific, and the monsters’ attacks and roars 
have been faithfully reproduced. 

As for the gameplay, this is a full-on button 
masher. Controller inputs are the same for all 
the creatures—only the moves they produce 


are different. This makes DAMM feel more 
like a wrestling title than a fighter, but at least 
there aren't a ton of moves to learn. 

You may be initially put off by the fighting’s 
slow, sometimes plodding pace. After a few 
rounds, however, it begins to feel right. This 
is Godzilla, remember—it would look 
ridiculous if he moved too quickly. 


Fans will get a kick 
out of the details 


What ultimately drags Godzilla: Destroy All 
Monsters—Melee down is its repetitious 
nature. The more you play, the more the 
fights begin to feel all the same, even during 
multiplayer games. Regardless, hardcore 
Godzilla fans will eat this up, and newcomers 
will still have a good time. & 


—Phil Theobald 


Meet the leader of the Vortakk (that’s the alien race 
that sends all these big, rubber monsters to destroy 


your Asian cities). Pictured here we have Big Vortakk 
sitting on his throne constructed of the finest paper 
mache. Ha! Your puny human minds cannot begin to 
comprehend his diabolically alien habits and sexual 


preferences! 
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(5) Destroy all monsters, 
yes, but you can take 
some shots at the 
metropolitan area, as 
well. Buildings can be 
picked up and thrown, 
even. (6) The arena view 
expands and crops in as 
you change distance 
relative to your enemies. 
(7) Our mommies said 
we're not allowed to 
talk about what's going 
on in this screen. 


CUBE 
DATA 


PUBLISHER: Atari — 
DEVELOPER: Pipeworks 
GENRE: Fighting A eSEEEAN 
PLAYERS: 1-4 
RELEASE DATE: Out Now | 
ESRB RATING: T 


CUBE 


SCORE 


GRAPHICS 


Easily the best any 
Godzilla game has 
looked on a console, but 
that ain’t sayin’ much.... 


GAMEPLAY 


Part action, part fighting 
and part wrestling. Kind 
of like a dysfunctional 
family reunion. 


SOUND 


If you're used to hearing 
your Godzilla in low-fi 
recordings from decades 
ago, you'll love it. 


OVERALL 


There aren't a lot of 
great third-party titles 
for the GameCube, 
but this one is near 
the top of the list for 
Godzilla loyalists. 
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f it weren't for the indoor areas, |’d 

like Spider-Man a lot more. When 

you're swinging over the streets of 
New York, looking for bad guys on rooftops 
or locked in mortal combat with Green 
Goblin or Vulture, this game is superb. But 
then you enter some warehouse or subway 
station, and it all goes to hell. On the ground, 
Spidey suffers from a lackluster combat 
system, an awful camera (that never seems 
to swing around when you want it to) and the 
same boss fights no matter which 
supervillain you happen to be facing. Spider- 
Man feels like a bunch of great ideas that 
weren't fully realized, except for the web- 
swinging and aerial fighting. At least those 
levels give you a reason to sit through the 
ground-based missions. 

—Greg Sewart 


¢ = 
RE 
OVERALL 
Okay for Spidey _ 
fanatics, but largely 
uninspired. 
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fy you're thrown right smack into a 
Gee dogfight in the skies over Macross 
Island and the grounded SDF-1 battle 
fortress. For me, a hardcore fan of the TV 
series, it was like a dream come true. The 
missiles were flyin’, the planes were 
transformin’ and | was in heaven. 

The developers did a great job of forcing 
you to take advantage of your transforming 
Veritech by giving all three modes distinct 
strengths and weaknesses. It’s not nearly as 
unwieldy as it sounds, either. By the third 
mission | was pretty much comfortable with 
every form of my mech, and knew when to 
change into what. 

In fact, the controls in general are great. 
The only catch is understanding how to use 
your various abilities the proper way during 
some missions—especially ones where you 
have to protect an ally. | don’t have a 
problem with escort missions in general, 
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but Robotech never makes it clear how you 
should go about accomplishing your goal, 
and the key to protecting a target in one 
sortie won't necessarily work in another. It 
can get frustrating. Plus, | wish the game 
included a way to target enemies that aren't 
in your direct line of sight. It would have 


Bs I vy a \ on garitawtaadavti& 
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cleared up just about every problem | have 
with Battlecry. 

In the end, though, the lock-on issue only 
becomes a pain during a handful of the 
many missions you'll take on in Robotech, 
So it doesn't ruin the overall game. 
Definitely check it out. & 

—Greg Sewart 


(1) Anyone familiar with the Robotech cartoons will 
go nuts over how well Battlecry preserves the action 
and intensity of the series. From the different mech 
forms to the on-screen missile count, it’s a solid 
tribute to the cult show. (2) The target lock-on gets a 
little sketchy sometimes ‘cause of all the craziness, 
but it’s a must-have in the heat of battle. 


GRAPHICS 
The cel-shaded look is so 
tight here; the clean look 


alludes nicely to the 
animated series. 


GAMEPLAY 
You've got several types 
of combat here, but 


they're all essentially 
shoot-’em-up. 


SOUND 
Just as enjoyable and 
functional as the visuals. 


Original cast voice-acting 
tops it all off. 


OVERALL 


(5) Crop on in fora 
closer view and target 
your enemies more 
finely. (6) Your mech has 
three distinct modes—in 
keeping with the 
Veritech designs 
outlined originally by 
the cartoon. Mastering 
each takes some time 
but is essential. 

(7) Frustrated? Squeeze 
a couple off into the 
sunset. That'll show it. 


You don't have to be a 
Robotech study to 
appreciate this title, 
but few non-fans will 
really fall in love with 
it’s gameplay alone. 
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m t's nice to see lots of gameplay 

§ variety offered within the sports 
genre. You've got your sim-style 
(High Heat), your pseudo-arcade experience 
(Triple Play) and All-Star Baseball, a heavy 
hitter which seeks to blend the best of 
everything. This edition of ASB fits that bill 
very nicely. 

On the gameplay front, 2003 is still very 
true to the series’ N64 roots. The cursor- 
based batting and pitching interface is here 
and delivers arguably the most realistic 
representation of trying to hit 95 mph heat. 
You won't be slamming six home runs per 
game anytime soon, and | like that. On the 
negative side, it seems the pitches come ina 
little fast. Also annoying, from a pitching 
standpoint, is that even studly pitchers tire 
after six innings. 

Whether you’re a major-league sports 
gamer or just up from the minors, ASB’s 
options and eye candy make it a must-have 
for the baseball season. 

—Dan Leahy 


eat 


GRAPHICS 
The player models are 
amazingly lifelike and 


the animation is quite 
snappy. 


GAMEPLAY 


Be prepared to strike out 
10 times in a game until 
you get the hang of the 
batting interface. 


SOUND 


== 


Standard fare. Nice 
ambient ballpark noises 
help set the mood for a 
day at this park. 


OVERALL 


With a bevy of single- 
player options and a 
wonderfully executed 
Franshise mode this 
should satisfy any 
baseball geek’s needs. 
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more interesting than its brethren though— 
instead of just straightforward races or 
combo-fests to rack up the highest score 
possible, this game gives you a cheesy 
storyline with a variety of objectives to 
complete. The snowboarding action may 
disappoint you if you're into sheer speed, 
however. DS is very sluggish compared to 
the likes of SSX Tricky, even when you've 
upgraded to the best board. It’s not until 
you've beaten the game and unlocked the 
secret characters that you really start to move 
(but by then, you’re probably ready to return 
this sucker to Blockbuster). 

—Dan Hsu 


| ou’d be hard-pressed to find 
anything different about the GC 
=" and PS2 versions of DM2, aside 
from two new levels. That said, DM2 on 
the GC is quite the extreme-sports tour-de- 
force. Controls are easy to learn, but offer 
plenty of nuance. Veterans will find DM2 
feels a lot like Activision’s Mat Hoffman 
series; what gives Mirra the edge over its 
competition is the game’s modifier system 
that, at the press of a button, lets you 
tweak nearly every trick in the game. 
Gigantic, beautifully-designed levels and a 
dope soundtrack are nice too; good stuff. 


OVERALL 


If you’re a little 
Xtreme gamed out, 


gus Big 
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» PUBLISHER: ACCLAIM 

» DEVELOPER: Z-AXIS 
GENRE: BMX 

| PLAYERS: 1-2 

i RELEASE: OUT NOW 

_ ESRB: E : 
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Can't get enough of 
the xtreme gamez? 
Check this out fo’ sho’ 


(cea tee tan 


yreex IE 


ver since SSX Tricky took the 

“Xtreme” gaming world by storm, 

EA’s been trying to cash in on its 
success and recapture the magic time and 
time again. 

Aside from lacking big time in the 
Originality department, Freekstyle is basically 
a sweet-looking game with characters who 
race, pull off tricks and, of course, have the 
obligatory dose of attitude. The premise is 
pretty much like Tricky’s: Achieve first place 
with the most points\cash to purchase extra 
outfits and improved rides and new 
characters. Whee! 

It's a shame that none of this stuff’s as cool 
as elements from Sled Storm or SSX Tricky 
before it. It’s not the developers’ faults—you 
can only re-create the wheel so many times. 

The game's lack of originality 
notwithstanding, Xtreme sports and 
motocross fans may find some stuff to dig on 
here. 

—Mark Manzo 
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Overall, Freekstyle’s not bad, but what's next? Let’s 
guess: Trash-talking characters on ATVs? 


GRAPHICS 


Mighty purdy-looking all 
around here. Right on 
par with snowboarding 
sister SSX Tricky. 


GAMEPLAY 


Things feel pretty solid, 
despite the difficulties 
posed by the 
GameCube’s controller. 


SOUND 


The guitar-crunching 
tunes should have you 
flailing your virtual 
mullet around. 


OVERALL 


Please, please, please, 
EA Big: Don’t turn 
SSX Tricky into an 
“Army Men” 
franchise. Please. 

We beg you. 
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Not so super cros 


hile mud, motorbikes and mullets 
may be a good time in real life, they 
become significantly less “super” in 
crossing over to consoles with titles like this. 
Motorbike and ATV games have been done 
well in the past, but Supercross is just too 
troubled to even bother renting. It controls 
pretty well, but the aerial trick list and 
soundtrack are similarly limited, so you'll run 
out of reasons to keep playing right quick. LEASE TI ee 
The freestlyle game had me briefly hooked, OVERALL 
but the strict advancement requirements and parnneae 
incredibly bland tracks in the Career mode 
just made me want to retire. Granted, this is 
just about the nicest-looking N64 game I've 
seen in a while. | wish I'd known they were 
going to put it on a GameCube disc. 
—Jonathan Dudlak 


The limited and bland 
tracks don’t offer 
enough ooomph. 
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inety percent of soccer is passing, 
which makes it surprising that it a | 
took FIFA this long to get it right. | PUBLISHER: EA SPORTS, 
Finally, this year’s edition realistically | PLAYERS: 1a : 
emphasizes passing to a spot on the field _ RELEASE: OUT Now 
instead of right to the player. If you want © 
your teammate to charge the net so you 
can softly lead him with a sweet pass, you ve 2 a 
can do so. Hit the L button to tell him to - OVERALL Rt 7 yas ek Yo 
make a run at the net, point toward the The passing is tight, [MN | Ludo eal lata 
end of his path, and tap the pass button : ia col rg ee NS Aa ke. * (@ror~ co 
softly. While FIFA’s motion-captured : | . Pvc. 
animations still bog the action down a bit, ys 2 oe : 2 errr oF © 
this is at least worth a rental. foe “on | : ee 
—Kraig Kujawa : | ) : ». OUT OF TEN 


ESRB: E 
ha 


ssbpuuesieeamnsnanasat SSRN REE 


62 GameCube Guide 


REVIEWS - SPORTS & LEISURE 


It keeps getting better and better 


he more | play Tony 4, the more | 
keep drawing comparisons between 
it and Grand Theft Auto Ill. 

Let me explain. First off, the game’s goals 
are so diverse, you can’t help but come 
back for more, if only to see what 
Outrageous challenges await you next. 

Whether it’s driving a shopping cart 
around Alcatraz as Bam Margera or 
mastering a topless loop with Bob 
Burnquist, each challenge offers something 
unique. 

Second, Tony 4 completely immerses 
you in skate culture, the same way GTA3 
made you feel like you were inside an 
episode of The Sopranos. 

Lastly, the Career mode gives you a ton 
of freedom, allowing you to putz around all 
you want. Plus, the online stuff is smokin’. 
Skaters and gamers are going to love this. 
It's one of those rare must-own titles. 

—Todd Zuniga 


Tony 4 completely 
immerses you in 
skate culture 


pak 


These days, the question on everyone's mind is whether 
they need a new Tony Hawk game or not each year. 


GRAPHICS 


The already-great- 
looking graphics in this 
series seem a bit more 
refined here. 


GAMEPLAY 


The new levels, 
minigames and 
objectives keep the 
game fresh. 


SOUND 


Where else can you hear 
Run DMC’s “My Adidas” 
while you're tearin’ it 
up? 


OVERALL 


With 176 goals in this 
installment along with 
the addition of new 
unlockable characters, 
fans of the series will 
not be ian! esate 


| ormally, | would go insane if | had 

to review the same game on three 
= different platforms, but NBA 2K3 is 
so fun that | haven't slipped on the 
straitjacket yet. At press time, I’m 3-5 in 
matches against the reigning champ _ 
aroudn here, after opening a 2-0 lead in 
our series. The reason for the slide is my 
run-and-gun offense that ran out of ammo. 
No matter the team, you'll have to learn 
the pick-n-roll, the iso and the izzay to 
consistently score. All in all, this is a 
thinking-man’s hoops game that looks and 
plays better than any other. 

—Todd Zuniga 


PUBLISHER: SEGA 

© DEVELOPER: VISUAL CONC. 
- GENRE: SPORTS 

_ PLAYERS: 1-4 

RELEASE: OUT NOW 


ESRB: E 


OVERALL 


Nice strategy; you'll 
have to use your 
noodle nonstop to win. 


QUARTERBACK CLUB 2002 


One club you don’t want to join 


M™ hen Quarterback Club was first 

_ introduced on the Nintendo 64, its 

me spectacular graphics blew us away. 
Pouple were using phrases like Madden-killer 
and—gulp—best football sim ever (groan). 
But since its flashy debut, the series has 
steadily deteriorated. Hit-or-miss A.|. and (at 
times) comical gameplay are not the best 
features to build a franchise around. And 
unfortunately QB Club 2002 doesn’t 
completely break from its past. When it 
comes to graphics, it still almost looks like an 
N64 game. The sound and play-by-play could 
best be described as anemic, but passable. 
Gameplay and A.I., however, are actually 
better than in previous editions—it actually 
just plays a lot like an older version of 
Madden Football. 

—Dean Hager 


mavens Out Now 
ESRB RATING: E 


OVERALL 


Stick with Madden 
NFL 2003 or Sega’s 
NFL 2K3. 


OUT OF TEN 
GameCube Guide 63 


ba 


f | were 9 years old | could appreciate 
a soccer game that features a bare- 
chested, fat guy with the biggest outty 
belly-button I’ve ever seen. As a grown-up, 
however, Soccer Slam’s goofy characters 
don't do anything for me. Obviously, you 
spend a lot of time running in Soccer Slam, 
so the less-than-speedy characters can be 
frustrating. Despite an option to build up a 
player's strength and speed abilities, most of 
them still feel underpowered to me. Barring 
that, it’s a swell time. A decent variety of 
offensive and defensive counter moves keeps 
you glued to the set, as does the cool 
multiplayer action. The older crowd may 
want to rent it first to test their tolerance for 
cartoon hijinks and giant, protruding bulbs of 
virtual skin. 


—Dean Hager 


OVERALL 


Ice hockey meets NBA 
Jam—rough and tough 
sports action. 
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WWE WRESTLEM 


So darn realistic, you can smell the man sweat. 


t’s great to play a wrestling game 

that actually simulates the strategic, 

grab-oriented sport of wrestling. 
Sure, X8 still has all the pyrotechnic 
hullabaloo and slick presentation of a WWE 
broadcast, but underneath all that jazz, 
you'll find a complex system of holds and 
reversals that would please Greco-Roman 
grapplers. In fact, X8 has the best gameplay 
of any recent wrestling title. 

The GameCube controller performs 
wonderfully—holds and throws are a breeze 
to pull off and changing targets with the C- 
stick is simple. As with most wrestling games, 
the matches tend to drag on much longer 
than I'd prefer, but at least the slowly building 
action usually climaxes with some stunning 
exchanges. 

Plus, you can spice up the fights with the 
copious match types. Slamming people 


ANIMATED HULK 


against the side of a cage with a trash bin can 
be a nice change of pace after a few 
traditional bouts. But visually, X8 doesn’t do 
much for me. The characters, rings and 
crowds look merely OK, and the janky 
collision detection means you'll see a lot of 
arms and legs clipping through each other. 

The soundtrack is also fairly vanilla for a 
WWE title: a mix of nondescript, kind of out- 
of-place music with the occasional Limp Bizkit 
or Motorhead tune. 

However, the Create-a-Superstar mode 
might be the biggest snafu in the game, due 
to a lack of appearance options. The mode 
teases you at first with a mess of options. You 
can tinker with the moves and all that, but 
when you start designing how the character 
looks, the options are extremely limited. 
Getpast that and you'll have a great time. 

—Shane Bettenhausen 


The popularity of WWE wrestling isn't a recent phenomenon. 
Way back in the ‘80s, superstars like Andre the Giant and 
Hillbilly Jim fought against heels like The Iron Sheik and 
Nikolai Volkoff. During these times, a pre-Hollywood Hulk 
Hogan was the undisputed king of the ring. Wrestling was so 
popular, in fact, that in 1985, musician (and long-time wrestling 


fan) Cyndi Lauper came up with the concept for a cartoon 
based around Hulk Hogan and his fellow WWF wrestlers. The 
show was Hulk Hogan’s Rock ‘n’ Wrestling, which was 
produced by the animation studio, DiC and ran on CBS’ 
Saturday morning lineup for two seasons. 


(1) “Hey, nobody said anything about this being a 
cage match!” (2) If there happens to be a step ladder 
in the middle of the ring, by all means use it (3) 
Nothing beats making three of your friends into WWE 
wrestlers and then proceeding to lay the smack down 
on them (4) Don’t worry, ref, we don’t know what's 


going on here either. 


(5) You wanna see how 
grated cheese gets 
made? (6) All wrestling 
matches start out pretty 
much the same way— 
the wrestlers grab each 
other's throats and then 
all hell breaks loose. (7) 
If your opponent tries 
climbing out during a 
cage match, yank ‘em 
back down to where the 
action’s at. 


KS 


CUBE 
DATA 


PUBLISHER: THQ 


DEVELOPER: Yuke’s 
GENRE: Sports 

PLAYERS: 1-4 

RELEASE DATE: Out Now 
ESRB RATING: T 


CUBE 
SCORE 


GRAPHICS 


RS EEA S EIS 
You can tell THQ took its 
time to accurately render 
the superstars and all 
their, ah, “trademarks.” 


GAMEPLAY 


Control feels a bit clunky, 
and pressing multiple 
buttons at the same time 
takes getting used to. 


SOUND 


Not the game’s strong 
point. But really, do these 
wrestlers say anything 
we want to hear? 


OVERALL 


A great-looking game 
with lots of options, a 
bit tarnished by the 
short falling of the 
Create A Superstar 
Mode. 
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PUZZLES & 
PARTY GAMES 


(1) Monkey baseball ain't no World Series, but it’s 
good for a few innings (2) Stages are even more, shall 
we say, “dynamic” now. Keep that control stick 
steady. (3) Monkey Ball hero Aiai surveys the half- 
pipe. Bananas add points but are often tough to nab 
without falling off the board. (4) The domino stage 
looks cool, but if you've done it once, you've done it. 


SUPER MONKEY BALL 2 


Ever dream of guiding a pinball through a Dali painting? 


ost of us Monkey Ball fans would 

have been content with a level- 

expansion pack for the original 
game, and in a lot of ways, that’s what 
SMB2 is. Barring a ridiculous story that 
tries to give personality and purpose to 
the starring monkeys (just a terrible, 
terrible idea), SMB2 is just a souped-up 
version of part one. 

Almost every stage has some kind of clever 
gimmick: dominoes to dodge, switches to 
activate, erratically moving platforms, and 
some neat tricks with steps, drops and 
elevators to make you think about that third 
(vertical) dimension a lot more. 


The minigames have 
only gotten more 
numerous and more 
enjoyable 


I'm impressed that the developers were 
able to expand so much on what seemed like 
a very one-dimensional concept. But while | 
really admire AV's creative ideas and attempt 
to step up the gameplay, | just didn't get into 
the new dynamic like | did with the old 
game—most of the stages are too annoying 
to go back to a second time, especially since 
the novelty of encased primates has all but 
worn off at this point. But if you’ve never 
sampled Sega’s banana bunch before, this 
Monkey Ball will be a tasty treat for you. 

Since the physical limitations of a real-life 
ball monkey don't apply here, the minigames 
have only gotten more numerous and more 
enjoyable. All the events from the first title 
return revamped, and new diversions like 
Monkey Tennis, Monkey Baseball and 
Monkey Shot (a light-gun-inspired shooter) 
are simple fun for gaming in groups. Alone, 
neither the mini- nor the main games make 
SMB2 a must-buy, but together, they’re a 
tough package to turn down. &@ 

—Jonathan Dudlak 


PRIMITIVE ORIGINS 


Miss out on Super Monkey Ball when the GameCube 
shipped in November, 2001? Just because SMB2 is more 


current, don’t deprive yourself of some serious fun in 
SMB1. You won't be getting any different minigames, 
but if you’re looking for another challenge, try Expert 
Mode in Sega’s original MB release. Don’t keep any 
sharp or breakable objects around when you do, though. 
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CUBE 
DATA 


3 PUBLISHER: Sega 

DEV.: Amusement Vision 
GENRE: Party 

PLAYERS: 1-4 
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RELEASE DATE: Out Now 
ESRB RATING: E 
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Vie GRAPHICS 
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Stages look like Marvin 
the Martian’s home 
planet in high resolution. 
Sleek and squeaky clean. 


GAMEPLAY 


A bit monotonous, and 
not too fun to replay 
alone. Best played with 
friends in minigames. 


SOUND 


When you replay the 
same level 26 times, any 
2-minute music loop is 
going to grate on you. 


OVERALL 


An acquired taste; 
you're either going to 
get addicted or 
bored/frustrated fast. 
Rent it, at least, and 
find out for yourself. 


(5) Free-falling is at 
times a must and at 
times just a trippy 
shortcut. (6) Now you 
can play GameCube on 
your GameCube. We 
were hoping to see a 
Dreamcast level... 

(7) It’s tough to keep 
yourself from gunning it 
down hills. But until you 
master split-second 
control flicks and readin’ 
the courses, take it slow. 


OUT OF TEN 


hile the title and theme of this 
puzzler kinda suck...well...eggs, 
don't let them deter you altogether. 
The game itself is actually very addictive. 
The nuts and bolts of it: Build a tower out 
of falling pieces to boost you up toward the 
goal before your opponent reaches it—it’s a 
simple concept that offers a fun twist on the 
falling-block model of a Tetris or Doctor 
Mario. It also offers about as much depth—a 
few additional modes extend replay some, 
but it’s the competitive two-player and main 
games that are the focus here. Too bad 
there’s no four-player mode—that’s a no- 
brainer for a puzzle game on the ‘Cube.... 
You're either going to be addicted to or 
disinterested in Egg Mania, so rent it first and 
see if it’s eggceptional (sorry) enough to add 
to your collection. .—Jonathan Dudlak 


OVERALL 
A decent change for 


the tired-of-Tetris. 
Mediocre multiplayer. 
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7  ¥ mericans tend to think that more is 
) =» § always better. Apparently, the 

® Japanese dudes at Koei think the 
same way. 

They've definitely embraced this 
philosophy in MH—It’s like Dynasty Warriors 
3 with a twist of classic RPG. The ratio of 
enemies to you is oh, hmm...1 godzillion to 
1! Sound unfair? Actually, it’s not—most of 
the bad guys stick to groups and only pounce 
on you when you get too close. Stay your 
distance and they'll stand as still as a 
bamboo forest. But say they do come, after 
you've shouted the fifth obscene remark 
about their mothers. Just jog around the 
battlefield (you'll always outrun your 
pursuers) and let your allies take care of the 
hordes for you. All this waiting and running 
gets boring, but you do get a primitive 
satisfaction out of whacking enemies with the 
special attacks. The combat system accented 
with collecting runes is also fun, but it isn’t 
enough to elevate this glorified beat-’em-up. | 
—Jeanne Kim 


GRAPHICS 


Fantasy-world graphics 
and effects provide a 
colorful yet essentially 
basic backdrop. 


GAMEPLAY 
Not your typical RPG i 
fare—lots more action 


on-screen, but your allies 
are doing most of it. 


SOUND 
Koei’s action-sim games 
have always had decent 
audio, but nothing here 
really stood out. 


OVERALL 


Classic RPG concepts 
fused with frenetic 
battle sequences. 
Novel at first, but 
ultimately boring. 
Make it a rental. 


had to tear myself away from my 
GameCube to spread the gospel on 
/ how phenomenal PSO I&ll is. 

| understand that it’s a big investment to 
shell out for the game, keyboard, online 
adapter and $9-a-month subscription. But the 
experience of playing PSO online (in my best 
MasterCard-commercial voice) is indeed 
priceless.In the 40 hours | spent playing PSO 
for review, | finished every stage from both 
episodes on the default setting, but have 
really yet to scratch the surface of what the 
game has to offer. 

With four exponentially tougher difficulty 
levels, downloadable quests and the 
intangible glee you get playing with real 
people online, you'll easily squeeze 150 hours 
of awesome gameplay out of PSO. Still need 
convincing? Graphically, PSO is among the 
finest looking games on the system. The new 
stages look positively gorgeous—even the old 
Dreamcast levels (Yeah, a smaller version of 


this game was on the DC back in the day, all 
of two years ago) manage to impress. 

The expanded soundtrack boasts a ton of 
new music (including some killer remixes of 
old tunes from the Genesis Phantasy Star 
games for the old-timers). And although the 
addition of split-screen multiplayer isn’t a 
viable substitute for the online experience, it’s 


The experience of 
playing PSO online 
Is indeed priceless 


a great way to level up your character with 
three other buddies in the living room. 

It's possible that the upcoming Xbox 
version of PSO could be even better (with the 
addition of voice chat), but regardless, this 
game is a masterpiece. See you online. # 

—Shane Bettenhausen 


(1) It only looks like he’s fighting a Portuguese 
Manowar. This thing's actually a lot more deadly. 

(2) Several character classes let you choose battle and 
magic strengths. (3) The new split-screen mode lets 
two to four cooperate on one TV... (4) ...or if you go 
online, you'll have a screen to yourself as you keep 
tabs on your whole party. Ain't the Internet neat? 


SY STAR ONLINE EPISODE 1 & I 


GRAPHICS 


Competitive with the best 
the GameCube has to 
offer (with the possible 
exception of Metroid). 


GAMEPLAY 


You could play this game 
online indefinitely and 
not get bored, but the 
solo mode is strong, too. 


SOUND 


Revised versions of the 
Dreamcast score and old 
Genesis Phantasy Stars 
give PSO killer audio. 


OVERALL 


(5) Ah, custom 
emoticons. Will we ever 
tire of you? Yes. Yes, we 
most certainly will 

(6) On the Dreamcast, 
PSO had a slick, 
futuristic look all its own 
that the GameCube only 
makes better. (7) Talk to 
other PSO players in the 
online lobby, or throw 
out some insults (or 
encouraging words, if 
you want) to your party 
in battle. 


Not just aurprisinaly 
good; it'll blow you 
away. Even if you've 
mastered the DC title, 
don’t hesitate to play 
this updated version. 
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q 
Seaee Fantasy copycat, it succeeds where 
other RPGs fail by presenting novel ideas 
and executing them well. 

Graphically, the game’s charming design 
tends toward the fantastic rather than the 
realistic. And although levels are just 
varied D&D-style dungeons, Lost stays 
fresh thanks to puzzles, mini- and side- 
quests, and a smooth difficulty curve. Most 
impressive, though, is the unique battle- 
card system with a heavy strategic twist. 
How heavy? Forget to pick a balanced deck 
of cards before a level, or fail to drop a card 
during battle to get that new card you need 
and you're effectively screwed.Other 
downsides include not being able to 
Surrender in boss fights after you run out of 
cards, forcing you to wait to die or quit, and 
A.l. that has trouble navigating big 
environmental objects. Little annoyances 
aside, Lost succeeds overall. @ 


—Jeanne Kim 
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GRAPHICS 
It’s no technical 
masterpiece, but its 
unique visuals work well 
for this style of RPG. 


GAMEPLAY 


A swell variety of mini- 
quests break up the 
already strong main 
adventure. Nice. 


SOUND 


Soundtrack blends nicely 
with the atmosphere. It’s 
no Final Fantasy score, 
though. 


OVERALL 

It’s got its share of 
small issues, but this 
is a surprisingly good 
game on a system 
hurting for quality 
role-playing titles. 


REVIEWS 


RESIDENT EVI 


Another former-N64-title gets 


or a series that benefits so much 

from the unexpected, REQ is sadly 

predictable—the mutated animals 
(killer frogs? sigh), the crate-pushing 
puzzles, the self-destruct countdown during 
the final boss fight. And yes, it was just 
recently we were blasting zombies in the 
Cube’s RE1 remake, so a good deal of the 
“wow” factor is gone. 

But even if the game is largely formulaic, 
Capcom still pulls it off better than anyone 
else out there. The razor-sharp visuals and 
lifelike backgrounds (including a few truly 
amazing scenes atop a moving train) add to 
the chilling atmosphere that makes RE games 


Largely formulaic... 
but it doesn't 
disappoint, either 


ubed 


worth playing. It’s all about the glorious 
decay of dusty floorboards and darkened 
secret labs that create that wonderfully 
spooky feeling. 

One especially cool enemy—a gooey man- 
blob made of leeches—along with eerie 
music and a decent number of interesting 
puzzles pop up amongst all the shooting 
action. 

Personally, | love the lack of storage boxes; 
you can drop items anywhere to make room 
for what you really need, eliminating much of 
the backtracking that slowed this series down. 
And it’s nice not always going it alone, 
although managing your second character 
takes getting used to. 

| was hoping for more backstory rather 
than the lame new plot, but fans will 
appreciate a few key historical moments. 

Zero doesn’t defy any expectations, but it 
doesn't disappoint, either. 
—Mark MacDonald 


ROLE-PLAYING & ADVENTURE 


(1) Too bad there aren't any giant mutated flies, you'd 
be in business (2) RE Zero has the trademark isometric 
camera. You'll have to put up with some cramped 
views—in fact, it’s part of the fear factor (3) If you 
hadn’‘t noticed already, you play as two individuals 
who can travel together or separately in Zero. (4) Billy 
checks out the observation tower. 


(5) Zero begins on this 
runaway train, where 
Billy and Rebecca first 
meet over a fresh pile of 
decaying flesh. True 
romance. (6) “I'd let it 
clear out in here a little 
before going in if | were 
you, pal.” (7) Try to line 
up enemies and take out 
a couple with one shot 
to conserve ammo— 
you're going to need it! 


GRAPHICS 


Even better than the 
other GameCube 
Resident Evil, amazingly 
enough. 


GAMEPLAY 


Very much more of the 
same old RE formula. 

Some cool puzzles and 
action, but too familiar. 


SOUND 


As usual in RE, great 
atmospheric sound. Cool 
music, especially when 
leech-man shows up. 


OVERALL 


A great new game for 
RE maniacs or those 
who've never tried the 
series. For others, the 
concept’s officially 
eeennys old now. 
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REVIEWS - ROLE-PLAYING & ADVENTURE 


wa 


(1) Unless you're daft, the first thing that'll probably 
grab you about Star Fox is that it looks totally unique, 
and totally incredible. For what started as an N64 
game, it’s a graphical treat. (2) Your adventures on 
Dinosaur Planet will take you both around and off the 
lush surface. Too bad the flying missions are so few 
and far between—this is Star Fox, after all! 


S3TAR FOX ADVENTURES 


| ‘ve never been a big fan of Rare’s 
adventure games. Donkey Kong 64, 
fel! Jet Force Gemini and Banjo Kazooie 
all bored me to tears, and truth be told, | 
expected Star Fox Adventures to be just 
more of the same. 

What a pleasure it is to be wrong 
sometimes. This title plays like a direct 
descendant of The Legend of Zelda: The 
Ocarina of Time; it’s a fun, fast-paced 
adventure, packed to the brim with 
interesting puzzles and exciting action 
sequences. Fox’s moves mirror Link's 
exactly—right down to the auto jumping and 
the enemy lock-on system. Rare won't win 
any points for originality, but hey, if you're 
gonna steal, why not take from the best? 

Everything clicks in Star Fox Adventures. 
The camera is smooth and responsive, the 
play control is easy to get a grip on, and the 
objectives are challenging without being too 
frustrating. Fox's tasks are always clearly laid 
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Definitely not your father’s Star Fox 


out and easy to understand. If you get lost, 
you can even hit the Start button to talk to 
Fox's old pal Slippy, and he'll let you know 
where to go next. Cool, eh? 

Pretty graphics are nothing special these 
days, but the visuals in this game really 
deserve to be highlighted. | haven't been so 
awed by eye candy since Resident Evil hit the 
GameCube last spring. Lush grass, rippling 
water and convincing particle effects like rain 
and snow make Dinosaur Planet feel almost 
real. 


Everything clicks in 
Star Fox....You just 
won't put it down. 


You'll traverse this giant land mass using all 
sorts of nifty transportation devices. Fox gets 
to fly his Arwing ship, coast on a hovercraft 
and ride on the back of a wooly mammoth. 
The vehicle sections play out as self- 
contained mini-games, and they spike the 
flow of the adventure sequences nicely. 

Speaking of flow: This is the kind of game 
that you'll start playing when you get home 
from work or school, and in the blink of an 
eye, it'll be 2 a.m. You just won’t put it down. 
And even if you opt to play Star Fox full 
throttle over your holiday break, you'll still be 
on it for a long time—the average player will 
take about 40 hours to finish it. 

—Ethan Einhorn 


GRAPHICS 


One of the most 
beautiful, life-like games 
on the system. A visual 
masterpiece. 


GAMEPLAY 


A wide variety of 
gameplay ideas are 
supported by a totally 
intuitive control scheme. 


SOUND 


Ambient sound effects 
and voices are what 
really bring this game 
and its characters to life. 


OVERALL 


Despite the weak 
hooks to the Star Fox 
of prior games, 
Adventures excels on 
practically every other 
level. 
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} ‘ma simple guy, so a game that 
@ offers little more than a trumped-up 
® version of capture the flag can still 
appeal to me. Sure, it’s one-dimensional, 
but for anyone who loves the thrill of the 
chase, Warzones is like a bottomless glass. 
Mission after mission you're pursuing 
opponents or running your all-terrain vehicle 
through a vast landscapes. Angel Studios did 
a swell job of keeping the terrain clear for all- 
out, full-throttle cruising without a lot of 
obstacles to dodge. As for the changes over 
prior Smuggler’s titles, a new region trips 
you up with icy terrain and brings several 
new missions with it. The new Hover Bike 
and creative countermeasures are cool, too, 
but are small potatoes compared to the fresh 
four-player mode. Grab your buds and go 
nuts playing Bomb Tag (my personal 
favorite) or any of the sweet multiplayer 
games packed in here. They're fast and a 
whole lot more fun than playing alone. 
—Dean Hager 


RUN: WARZONES 


. 


GRAPHICS 


Smooth and seamlessly 

animated. Then again, it 
is just a bunch of deserts 
and snow fields.... 


GAMEPLAY 


Terribly addictive, 
especially in multiplayer 
modes. One-player: fun 
the first time through. 


SOUND 


Despite the initial appeal 
of the techno tracks, 
you'll want to cut your 
ears out after an hour. 


OVERALL 


you're looking for a 
highly competitive 
multiplayer title with 
a strong single-player 
mode to back it up. 
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THE SIMPSONS ROAD RAGE 


Worst. Episode. Ever. 


' f the words, “Hey! Hey! It’s 
_ Craaaazy Taxi!” sound familiar, i ~— 
then stop reading right here. If PUBLISHER: ACCLAIM 
they’ re new to you then, well, you've ives 


been missing out and you need to play it. snes “""™ 

If you own a GameCube and no other swe 

version of Crazy Taxi, by all means flag a 

cab and get this game. It’s the same 

loveliness that you played in the arcade, OVERALL 
only it looks even better. Pick up Great if you've never 
pedestrians, drive like a madman, etc. piven ean ore one 


kept my expectations low going into 

this game and saved myself the 

disappointment. This is the exact 
same game as its Xbox and PS2 
counterparts, which means you'll have to 
deal with irritating load times and junky 
collision detection (it’s easy to get your car 
stuck on objects and buildings). What's worse 
is that RR still has very little in the way of 
depth. Like CT, the object is to make some 


dough by driving the denizens of Springfield : : : on new hardware. 
around town. The faster you truck, the bigger OVERALL Veterans of the series needing a new fix 


the buck. But man, did these cats miss the A pedestrian knock- | should look elsewnere. shel thal Sa 

ncinnet CLAe dosemtranendnsaving off with some minor | would be plain crazy to miss this. 

through traffic, pulling off jumps or causing pte cians a ] —Mark Manzo 

near-misses. It’s a very bland rip-off starring . 

the cast of our most beloved animated ' 

series—not the game it could have been. Out oF TEM 
—Greg Sewart 


NEED FOR SPEED: HOT PURSUIT I 


Something happened on the way to the GC... 


he last Need For Speed left a lot to be 
desired, with its single car 
te i a manufacturer and sluggish gameplay. 

he other day, | went to an arcade, CUBE = Hot Pursuit 2 definitely addresses the former 

put four quarters in the 18 Wheeler ail . problem, but once you're on the track, you 

= machine, and got my money's | DEVELOPER: Accenasamaa | soon forget this happy fact. The game 
worth. Therein lies the problem; even with — FEavens "rin '  stutters every time you run under a big 
the smattering of mediocre minigames, ESRB-E ™ shadow or go in and out of tunnels. And 
your full-priced GameCube game is barely es 8 3 foal a even though your speedometer reads in the 
lengthier than the arcade experience. : vicinity of 100-130 mph, it feels more like a 
We're literally talking about an hour's 7" ge = Sunday drive down a busy city street. Almost OVERALL 
worth of gameplay here. Driving across OVERALL ™ everything else about Hot Pursuit 2 is 
America, battling obstacles like over- ee awosome. The tracks are nice and big (about Technical difficulties 
zealous rivals and twisters to reach your ne ewan § three minutes per lap), the control is spot-on ate nlpseneiy erm 
destination sound stupid, but work in the eee, and the various modes—especially the cop- ae si 
context of an arcade racer,so do yourselfa ™ ~~ chase thriller Hot Pursuit, will keep you busy 
favor and just play the coin-op 18W. aie . ™ = for hours. Go with the tighter PS2 version if 
—Greg Sewart OUTOF TEN [Nelle 


OUT OF TEN 


NER SSA Ere —Greg Sewart 
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| hile I'm sure GameCube owners 

| might prefer more exclusive games 
on their system, at least having 
good PS2 ports means there’s something 
worth playing. 

Take Burnout, for example. True, you won't 
find any major improvements, exclusive 
levels or new cars in this GC version. What 
you do get, however, is a solid little racing 
game that gets your pulse pounding as you 
dart through congested streets in 
competition with three other opponents. The 
sense of speed is incredible, especially once 
you get the Adrenaline (boost) Meter filled up 
and kick it into overdrive. You'll be holding 
your breath as you approach busy 
intersections at breakneck speeds, knowing 
the only thing keeping you from a 12-car 


pileup (and losing the lead) is a little skill and GRAPHICS 


EDA ESAT LS PLL PELL DEO TIEN AL A AES ALR EEN TAT 


PS PPTPITN NAR WON RE BOSON INN W SO Bl 


Pete ADD 


a lot of luck. Burnout keeps the competition Not spectacular, but the 
so close that any weenie who takes his foot animation doesn't bog 
down at high speeds, 4 


off the gas is guaranteed to lose. 


ARPT IN ae NE PCSAIY MCSE As UNE MTION ee bt Lane ATE CT NT ERED AMIE aE TD 


Grea Bowed which is a big plus. ; 4 =F 2 

GAMEPLAY | 
G ets you ir p u Ise ‘Burnout is how we'd all _ | 
7 drive if we didn’t have to ; 2 =f 
d h worry about death and ; : : 
pou n in g oie t e sense jail—it’s a great feeling. ie i 
of speed is incredible SOUND ff 
,; No big surprises here. . ‘ 
Some nice effects, but , f 
certainly not a reason to We ME! iA'P) se —— AKC ' 
buy the game. Op OL4 0) S49 f]} t 
OVERALL | ‘OVERALL 
A fantastic onetrick He h 
pony for folks who 4 ni : 
are more into speed i 0 i 
and action than : 1 ] 
simulation and driving 3 ul ' | 
licensed, real-life cars. : ’ nani cen : 
5 q ee 
: =a ' 
5 | 


The trouble with heading into an intersection at 80 
miles per hour: the high probability of getting T-boned. 
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STAR FOX ADVENTURES STRATEGY GUIDE 


ca. 


ay 2000: Rare, the 
company responsible for 
GoldenEye 007 and 
Banjo Kazooie, shows the 
gaming press a preliminary 
build of its next big N64 cart, 
Dinosaur Planet. The company 
puts the game on its website, 
and electronics stores start 
taking customer pre-orders. 
May 2001: Dinosaur Planet is 
officially cancelled. The Nintendo 
64 is dying, and most major 
projects being developed for the 
platform are killed. 
September 2001: Nintendo starts 
its big GameCube tour two 
months before the console 
launches, and whaddya know? 
Dinosaur Planet is part of the 
system’s software lineup. Only 
now, it’s called Star Fox 
Adventures: Dinosaur Planet, 
and Sabre, the game’s 
Original hero, has been 
replaced with Fox 
McCloud. 
September 2002: The 
game finally hits 
store shelves, and the 
Dinosaur Planet subtitle 
has been dropped altogether. 
All right, enough with the history 


76 GameCube Guide 


STAR 
OX 


ADVENTURES 


No self-respecting Nintendo fan 
should be without it. 


lesson, and on to the big 
question: Is this game worth 
buying? Absolutely. In fact, no 
self-respecting Nintendo fan 
should be without it. Star Fox 
Adventures is more than twice 
the size of your standard 
adventure game, and it’s roughly 
twice as fun, too. 

That's not to say that it’s 
perfect—the story’s is a little 
weak, some of the characters are 
lame (a reptilian boss named 
General Scales? C’mon!), and 
you don’t spend enough time in 
the cockpit of your Arwing. But 
the gameplay itself is all gravy: 
When it comes to fun, Fox’s 
quest is second only to Mario’s 
recent vacation in Isle Delfino. 
There are lots of puzzles in Star 
Fox Adventures, and you’re 
bound to get stuck every now 
and then. Every time we found 
Ourselves in a jam, we wrote 
down the solution and put it into 
the mag. So if you don’t know 
what to do next, the answer will 
probably be in the following 
pages. 

Good luck—the fate of Dinosaur 
Planet rests in your furry little 
paws. 


Listen to the Queen of the Earth Walkers and return to 
the ice stage that you just completed. 


"yee ee ee ae Se ee i 


You'll suddenly be swamped by enemies—head down 
the slope toward a blue tree. 
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Fend off your attackers while barking out Tricky’s 
“Find” command repeatedly. 


NE aroesem ey 6 PTR NB SOE RIT ad | es as pt 


Use the key that the queen gave you to open the rusty 
gate. It’s right in front of the guard. 


Smack the blue tree with your staff—frozen weeds 
will start to fall from the branches. 


3 EEG EAR DIT ES ET ER Fie. 


Eventually, Garunda will be stuffed, and he'll have the 
energy to burst through the ice. 


Continue walking forward until you bump into 
Garunda. He'll ask for some frozen weeds. 


Use Tricky’s “Find” command, and your little buddy 
will start feeding Garunda the weeds. 


He will then explain where to find the mysterious 


artifact you've been searching for. 
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After getting a hand with the locked wooden door, 
jump off your ride and enter the cave. 


Boost yourself up to the top of the hollow with your 
staff's magic. 


. 


Killing them all will open the doors to the enemy 
bunker, where you'll find Gear #2. 


BT ARE SSeS EST Bsc USE 0 


Do as Indiana 


Jones 


~ would—jump- 
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The cave will lead to this ladder; climb it and 
investigate the hollow that lies beyond. 


Sern nar poe n tmp ete 


Take a left at the doorway (don’t jump down) and get 


yourself over to the giant cannon. 


Clearing the area of bad guys also opens this once- 
blocked location (Gear #3’s hiding place). 


Go up to the © 
boulder route 
and look for a 
flame icon on 
the wall. Use 
your fire spell 
on it. 


Inside, you will find a large mechanical device that is 
missing three pieces. Hmm... 


Blast the area marked X; Gear #1 can be found there. 
Then start firing on enemies... 


Collect the gears, then return to the mechanical device 
and put the pieces in place. 


HOW DO | CROSS 


THE RAVINE IN THE 
ICE CAVE? 


Your fire spell - 
can knock 
stalactites off 
the ceiling, 
creating great _ | 
bridges. 
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WHATS THE DEAL WITH 
THE GIANT MOON BOULDER? 


Place them on the blue gas shafts. 
The giant stone road obstacle will 
start to rise... 


Once you place three tiny boulders 
in the position shown above, the 
obstacle will clear. 


HOW DO | CLOSE THE 
FIRE PILLARS BRIDGE? 


This giant, spindly tower has a nasty 
surprise at its end—an unconnected 
bridge. 


Go down the pillar till you find a 
switeh. Flip H with your staff. 


Dodge a barrel, move forward, stop, 
repeat. Round the bend and feed this 
machine your keg. 


Climb the ladder and snatch up the 
deposited keg immediately. Throw it at 
the cracked wall. 


You will have gained access to a 
switch; flip it, get to the cannon, and 
fire at the giant X. 
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Carefully walk toward the door, being sure not to step You can see your staff, but don’t bother trying to pick Make your way to the area where the air funnel is 
in any of the puddles on the floor. it up yet. Enter the hallway instead. located and climb down the ladder. 


Pick up the explosive canister and place it on top of Stand on the lever—this will increase the fan’s air Slippy will beam down a costume for you—check your 
the fan grating. Step over to the lever. pressure and send the keg into the ceiling. inventory and put it on. 


You take over, Keep eye on prisoner, 


Return to the room with the cages—the guard will The second he leaves the room, you'll automatically 
wake and ask you to take his shift. take off the costume. Grab the staff! 
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The Ostrich Queen has been caught by General Scales, Staying on the top level of the area, go to the right Now go to the left. The switch is practically hidden 
and she needs your help. and flip the switch. here—jump on the boxes to get to it. 


* : 7 
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Click! With both levers pulled, leave the area and go Oddly, you can’t pick up this keg unless you're in a Take the explosives to this machine, then make your 
back to the explosives room. guard costume. Change gear and grab it. way back to the outer-top wall. 


=a 


i Fe aaald 
ee tee 


Pick up your keg and take it over this airy walkway. Take the explosive keg over to the pillar, toss it, and The entire structure will shatter, and the queen of the 
You might have to kick the can over. run for cover... Cloud Runner tribe will be free. 


GameCube Guide 81 


STRATEGY GUIDE 


DINOSAUR PLANET: THE NINTENDO 64 
ADVENTURE GAME THAT NEVER WAS 


McCloud had nothing to do with this adventure, but 
Krystal (concept art at right) has always been a key 
figure in the story. Tricky (Fox’s sidekick) was in the 
Original, too; he’s pictured in the first 
set of game screens. 


ARCADE 
SHOOTER 


Curious about what this game would've been like if it 
had debuted on the Nintendo 64, as originally 
planned? We've placed screenshots of the N64 version 
alongside pics from the GameCube 
game (down below) so that you can 
compare the two. Initially, Fox 


f x — Be 
\ ee b 
— — Namco recently 
announced that it is 
joining with Nintendo 
. Star Fox . Star Fox : , 
Dinosaur Planet Dinosaur Planet to produce a brand- 
Ni do 64 Adventures Nint doa GA Adventures new Star Fox shooter, 
intendo intendo GameCube similar in style to the 
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GameCube 


NES and Super NES 
games. Does this mean 
that Falco (absent from 
Star Fox Adventures) 
will be coming out of 
retirement? Look for 
the game on 
GameCube and in the 
arcades during the 
winter of 2003. 
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SUPER MARIO SUNSHINE STRATEGY GUIDE 


2 SUPER MARIO 
SUNSHINE 


‘When you play...you’re reminded why you love 
videogames in the first place. 


ot only is Super Mario 
Sunshine one of the best 
games available on the 
GameCube, it’s also one of the 
largest. With seven huge worlds 
(and one main island) to explore, 
it’s pretty easy to feel 
overwhelmed. 

To help out, we've decided to 
create this strategy guide. Now, we’re 
not going to tell you how to find all 
120 Shines that have been scattered 
around Isle Delfino. That would take 
away all the fun. Instead, we’re going 
to help you beat the game as quickly 
as possible. 

Each of the seven worlds are 
broken up into “Episodes,” where the 
goal is to collect a Shine. To make the 
final boss appear, you'll need to find 


the Shines in the first seven episodes 
of each of the game’s seven worlds. 
Along the way, there will be many 
challenges (and a few bosses) that 
you'll have to overcome. That’s where 
we come in. We'll show you just 
what you need to do to find those 
masses of incandescent gas. 

There are also plenty of other 
Shines to find in the game’s main 
world, Delfino Plaza. Be sure to snag 
as many of those as you can—certain 
events are triggered when you collect 
a specific number of Shines. Don't 
forget that you can also earn Shines 
by collecting 10 Blue Coins or by 
finding 100 Gold Coins in a world. 

Well, that’s enough with the 
chatter, let’s play some Mario 
Sunshine! 
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Begin by following the arrows painted 
on the handy signs scattered 
throughout the level. They will lead 
you to an area covered in brown goo. 
Clean up the goo as you follow the 
arrows. Soon, you will come across a 
mound of goo that is spitting out 
giant goo balls. Spray the mound until 


Follow the signs with the arrows. 
They will point you toward a cave 
that you'll have to reach by using 
tightropes to cross this level’s lake. 
Inside the cave, you'll enter a bonus 
round with a lot of moving 
platforms. Just take it slow and 
careful, and you shouldn't have much 


To earn the Shine in this episode, you 
must collect eight red coins. All the 
coins are located in the first part of the 
level (the area where all the houses are). 
A few are located on top of the white 
wall that separates the two halves of 
the level, but none of them are actually 
found in the area with the lake. 


There’s a high ledge located in the 
area with the houses that can be 
reached by using the tightropes that 
are tethered to some of the houses 
(to reach the ledge, try backflipping 
on the wall below the ledge, wall- 
jumping off of the wall, and then jet 
packing up to grab the ledge). On 
top of the ledge, you'll see Petey 
Piranha sleeping on a small pillar in 
the middle of a large pit. Small 
creatures will attach themselves to 
FLUDD’s nozzle if you try to shoot 
Petey. By hitting the R Button 
repeatedly, you can launch the 
creatures at Petey. Once you wake 
Petey, he'll begin flying around the 
level. Follow him, and shoot him 
with water when he begins hovering 


Near the lake you've probably notice 
a cave that had been blocked off by 
bars. Now the bars are gone, allowing 
you access into the cave. However, 
the lake is now polluted, so you'll 
have to hop across the surface on 
lilypads to avoid taking damage. 
Inside the cave is a bonus round. To 


EPISODE e: 


DOWN WITH 
PETEY PIRANHA! 


it reveals its true form—a goo-covered 
Piranha Plant. When the plant opens 
its mouth, spray some water in it. 
Three blasts from FLUDD, and you'll 
earn a Shine. 


of a problem. Remember, you won't 
have your backpack, so you'll have to 
be extra careful with your jumps. 


Go back to where you fought 
the plant in Episode 1, and 
continue up the path until you 
reach the windmill. Ride one 
of the platform connected to 
the windmill blades to the top 
of the structure. From there, 
you'll automatically drop into 
the windmill and face the 
boss, Petey Piranha. Dodge 
the goo that Petey spits up, 
and be sure to clean it up 
before enemies spawn from it. 
When Petey opens his mouth 
to spit, shoot water into his 
mouth until he tumbles over. 
You notice that Petey’s 
swollen navel is now exposed. 
Climb up onto him and ground 
pound his vulnerable 
bellybutton. Three hits, and he 
goes down. 


and launching goo balls at you. 
Petey will fall once you shoot him. 
When he hits the ground, defeat him 
just as you did before; just be wary 
of his new tornado attack. 


reach the Shine here, you'll need to 
master walking on a rotating block. 
It’s a tricky skill, but a very valuable 
one to learn. 


EPISODE 1: 


GOOPER BLOOPER 
BREAKS OUT 


Follow the arrow signs until 
you reach a large stack of 
multi-colored crates. Grab the 
tentacle sticking out of the 
crates and pull it until it snaps 
off. This will make the boss, 
Gooper Blooper, appear. Spray 
Gooper in the face to make 
him attack you with his 
tentacles. Jump at the last 
second to dodge the attack, 
and then quickly bounce on a 
tentacle to flatten it. Grab the 
flattened tentacle and pull it 
until it snaps off. Do this to all 
four tentacles, then perform 
the same move on Gooper’s 
mouth. At this point, you'll 
need to repeat the process, 
but after pulling on Gooper’s 
mouth a second time, you'll 
earn a Shine. 
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“hangout. Jet pack ayer to the giant 


‘the water, so 
sure not to ral 


Directly behind this stage’s starting 
point is a dock with three Bloopers 
sitting on it. You must hop onto one 
of the Bloopers, which will act like a 
surfboard. The green Blooper is the 
slowest, the yellow Blooper has 
average speed, and the purple 
Blooper is the fastest of the bunch. 
Choose wisely, as the faster you go, 


This episode can be somewhat 
confusing, as you have to maneuver 
your way through the maze of girders 
and platforms in Ricco Harbor. Just 
keep an eye out for the arrows. They 
won't steer you wrong. You'll 
eventually work your way up to some 
narrow platforms high in the sky. 


Ricco Tower is directly in front of 
you and to the left when you start 
this level. You'll have to climb and 
fly up to some higher platforms to 
reach it, and when you do, you'll be 
transported to a bonus round. In this 
round, there are loads of spinning 
block platforms. Just keep running 


ae 
a 

Me aed 
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squid’ and fight him Exactly as you did 
before, Gooper does have a new 
attae k where he spins his tentacles in 


simply j jumping the tentacles as they 
pass. Stop this attack by spraying 
Gooper in the face. Just be sure not 
to fall off the platform, as the toxic 
water below a injure Mario. 


Ss 


Nabi 
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the harder it is to steer, and crashing 
into an obstacle at high speed will 
cost Mario a life. Ride a Blooper into 
the tunnel shown in the picture. 
Inside the tunnel, you'll have to ride 
another Blooper through a small 
obstacle course. Complete the 


course in less than 45 seconds to 
earn a Shine. 


HE CAGED SHRINE SPIRIT 


Spray the Bloopers that hang out on 
these platforms to knock them down 
into the water below. Eventually, 
you'll reach the highest point in the 
level, where the Shine is hidden. 


along them and work your way to 
the Shine. 


from the water onto the dock to 
collect the Shine. 
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EPISODE 3: 


WIGGLER AHOY! FULL 
STEAM AHEAD! 


There are several small buds on the with blocks made of sand, which will 
beach that will expand when you begin dissolving as soon as you step 
spray them. Blast the one shown in on them. To collect the Shine here, 
the picture, and a giant sand castle you'll have to keep moving, or else : 
will appear. The castle immediately the blocks will disappear from 
begins to disintegrate, so quickly run beneath you. ! 


through its open door. You will be 
led to a bonus round that’s stocked 


There are three large, mirrored as you. Keep spraying the creatures 
platforms near the center of this until they tip over onto one leg and 
stage. Each of them has one to three become off-balance. Now, perform a 
round creatures walking around on butt bounce on the mirror opposite 
them. Climb or fly to each mirror and the critters. They'll fly off the mirror. 
begin spraying the monsters (which Once you've cleared all three mirrors, 
will push them back) until they are this episode's Shine is yours. 


a on the opposite end of the platform 
ee ) Wiggler runs around the beach 
- ~_inaset pattern. Watch which 
EPISODE 4: THE SAND BIRD is BORN a sand buds he passes near, then 
‘ ' water them so that they expand 
when Wiggler passes over 


There is now a hole in the side of the 
tower where Wiggler was perched on 


in Episode 2. To enter the hole, climb es them. The expanded bud will 

up the hill behind the tower, slide ; ‘3 er flip Wiggler onto his back. Climb 
down the dirt path there, then bounce a .. 4. ontop of the downed bug and 
onto the trampoline that’s between 3 & mz ground pound his weak spot (an 
the hill and the tower. Inside, you'll . a | arrow will be pointing to it). 


find yourself on the back of the Sand 
Bird. Quickly collect the seven Red 
Coins on the Sand Bird’s back, saving 
the one near its head for last. After 
collecting the coins, hang out on the , 
bird’s neck until the beast begins y 
turning sideways. Carefully walk onto} ” 
the side of the neck that will then be) 
facing up. When the Sand Bird rotatesy 
again, just make sure you're on the 
side facing up. Eventually, thesird 
will pass the top of a tower@where the: 
eighth and final Red Coin Jayse 


To earn the Shine here, 
defeat El Paintissimo in a 
up the hill behind the cen 
No real trick here, just run #& 
you can and use FLUDD’s jag 
cut Piantissimo off as much¥ag 
can. 


In the ocean just to the left of the Sand 
Canana, there's a small coral reef with 
eight Red Coins. Swim around and 
search for the coins hidden amongst the 
plant life. Two of the Red Coins are 
drifting around the reef (usually with 
small schools of fish), so you'll have to 
chase them around a bit. 
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THE CANNON 
CONUNDRUM 


After a brief chase with Shadow 
Mario, you'll confront the massive 
Mecha Bowser. This machine is too 
big to fight one-on-one, so you'll 
automatically hop into a missile- 
armed roller coaster car. As the car 
moves around the track, aim the 
missile at Mecha Bowser and fire 


This episode's Shine is in a — 
away. There are missiles scattered 


bonus stage that you can only 
access after destroying the 
Bullet Bill-launching cannon on 
the beach. Rush the cannon, 
dodging the Bullet Bills as you 
go. When you get closer to the 
cannon, the mole that is 
manning the guns will begin 
throwing Bob-ombs at you. 
Spray the Bob-ombs to turn 
them blue (this temporarily 
disables them). Grab the blue 
Bob-omb, jump, and toss it at 
the cannon (try standing in the 
same spot as in the picture for 
the best shot). Once you've 
tossed a few Bob-ombs up 
there, the top of the cannon will 
explode, and you'll open a 
gateway to a simple bonus 
round. The only real obstacles 
in this bonus round are some 
disappearing platforms that you 
can easily run over before they 
fade away. Be sure to use 
Mario's belly slide (jump, then 
press the B Button) to gain a 
little extra speed on the 
platforms. 


EPISODE 3: RED 


The eight Red Coins are scattered 
“an Ane around the vicinity of the two 

7 ie swinging pirate ships. None of them 
are that well hidden or terribly hard to 
reach, so a little exploration is all you'll 
need to earn this episode’s Shine. 


This is one of the easiest episodes in 
the game. There are five giant Yoshi 
eggs buried in the sand on the beach. 
Spray each egg, and you'll discover 
that they are really giant turtles will 
egg-like shells. Lure the turtles onto 
the sandy sections of the beach, 
where they will leap at you. Dodge 
their jump, and the poor dopes will 


Zz 


ipo" as eae 4 To reach this episode’s bonus round, 
on = you'll need to hatch the Yoshi egg 
sitting near the odd-shaped tree (the 
one that looks like a villager’s face). 
Once you've gotten the proper fruit to 
hatch Yoshi, you'll need to change the 
little dinosaur’s color so that he’s 
orange (assuming that the fruit you 
fed him didn’t do that already). To 
make Yoshi orange, simply eat the 


around the track, so once you fire one, 
you'll have to wait until you pass over 
another one before you can fire again. 
When you’re not armed with a 
missile, you can use FLUDD to 
destroy the Bullet Bills that Mecha 
Bowser launches at you, or to squelch 
Mecha Bowser’s flames if you're 
passing too close to his mouth. 


COINS OF THE PIRATE SHIP 


ra 
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EPISODE 4: THE WILTED SUNFLOWERS 


get stuck in the sand. Use this 
opportunity to ground pound the 
creatures. Eliminate all the turtles, 
and the Shine is yours. As an extra 
bonus, when you clear this episode, 
Shadow Mario appears in Delfino 
Plaza carrying a real Yoshi egg. Chase 
down Shadow Mario, and you can 
then ride Yoshi around the plaza. 


EPISODE 5: THE RUNAWAY FERRIS WHEEL 


BIE, 


An large, electric Koopa perched atop 
the ferris wheel is causing the ride to 
go haywire. To return the park to 
normal, you'll have to climb up the 
waterfall on the back of the ferris 
wheel and knock the giant Koopa off. 
The maze of grates back there have a 
few smaller Koopas crawling on 
them—take them out so they don’t 
knock you back to the ground. This 
camera screws up in this episode 
more than it does just about 
anywhere else in the game, so 
prepare to fiddle with the C Stick a 
lot. 


EPISODE G: RED COINS ON THE WATER 


piece of fruit that’s dangling from the 
tree’s “nose.” Once you have the 
proper hued Yoshi, run over to the 
empty pole on the Yoshi-Go-Round— 
you'll then enter the bonus round. 
There’s plenty of moving blocks in the 
bonus round. As usual in these 
rounds, quick reflexes are your 
greatest ally. 
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To uncork the waterfall (as this 
episode’s title explains), you'll need to 
scale this world’s huge cliff. Luckily, 
there are ledges, but some precision 
jumping and jet packing are required. 
Along the way, you'll find a few 
primitive elevators that will lift you up 
if you spray water into the jug 


At the beginning of this episode, you 
learn that by spraying the brown, 
square panels on the cliff walls, 
passages open up in the side of the 
mountains. Once you reveal the 
passages, you'll have to be quick (and 
accurate) with the wall jump 
maneuver if you hope to climb your 
way out of the passage before they 


clinician 3: RED COINS IN A BOTTLE 


To earn the Shine here, you have to 
defeat El Paintissimo in a foot race up 
the hill behind the central tower. No 
real trick here, just run as fast as you 
can and use FLUDD’s jet pack to cut 
Piantissimo off as much as you can. 


In the ocean just to the left of the Sand 
“7) », Canana, there's a small coral reef with 
\ eight Red Coins. Swim around and 
jsearch for the coins hidden amongst 

| the plant life. Two of the Red Coins are 
drifting around the reef (usually with 
small schools of fish), so you'll have to 
chase them around a bit. 


climb up the hill behind the 
ide down the dirt path 


Rikon n the Sand Bird’s back, 
saving the one near its head for last. 
After collecting the coins, hang out 
on the bird’s neck until the beast 
begins turning sideways. Carefully 
walk onto the side of the neck that 


EPISODE —? 


EELY-MOUTH'S 
DENTIST 


x00” a n0T 


tethered to the lift. You'll also need to 
spray the graffiti on the walls to create 
new platforms to jump on. Once you 
reach the top, you'll face another 
mole-manned cannon (like in Pinna 
Park, Episode 2). Defeat it the same 
way—by tossing the Bob-ombs that 
the mole lobs at you right back at it. 


RUINS 


close back up. When you reach the 
top of the mountain, you'll face 
Gooper Blooper again. Defeat him just 
as you did before—trip off his four 
main tentacles and then go for his 
mouth. Once the squid is chum, drop 
down the hole that Gooper was 
sitting on to find the Shine. 


At the beginning of this episode 
you'll need to scale the cliff side 
again, just as you did in Episode 
1. At the top, with Mario in his 
SCUBA gear, you'll be 
instructed to jump into the 
waterfall, where you'll face an 
underwater boss—Eely Mouth. 
You’re not actually trying to 
defeat Eely Mouth; you’re trying 
to help his clean his nasty, dirty 
teeth. To do this, position Mario 
over Eely’s mouth and wait for 
him to emerge from his hole at 
the bottom of the stage. Hover 
over each of his eight teeth, and 
use the spray from FLUDD to 
clean the gunk right off Eely’s 
chompers. Occasionally, Eely 
will begin inhaling, causing 
, Mario to get sucked into the 
=| creature's mouth. When this 
2 happens, just use FLUDD to get 
hd away. If you find yourself 
running low on air, you can 
break away from the battle and 
collect coins, or spray the purple 
bubbles that come out of Eely’s 
nose. Once you've “cleaned” 
the bubbles, they'll burst into 
bubbles of fresh air that you can 
float through to refill your air 
meter. 


Eventually, the bird will pass the top 
of a tower where the eighth and 
final Red Coi 


GameCube Guide 89 


EPISODE 4: 


GOOPER BLOOPER 
BREAKS OUT 


Nothing is what it seems in 
this level. To get to the Shine, 
you must first hatch Yoshi 
from his egg by collecting a 
pineapple. To find it, first enter 
the men’s bathroom and jump 
up and into the stain on the 
wall. You'll warp to a room in 
the hotel. From there, it’s a 
matter of moving from room 
to room without ever leaving 
a room’s main door. Find 
secret pathways by spraying 
everything in sight (pictures, 
bookshelves, etc.). Also, keep 
an eye open for different 
colored tiles in the floor, which 
you can ground pound 
through. When you find a 
pineapple, take it back to the 
Yoshi Egg and ride Yoshi up to 
the third floor. Enter the one 
open room there and bounce 
on the bed through the hole in 
the ceiling. You'll end up ina 
maze. In it, Yoshi can eat the 
sleeping Boos that block your 
path. Ground pound through 
the cracked floor panel shown 
in the picture to end up in the 
room with the Shine. 
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A giant, shadow-like Manta 
immediately begins moving across 
the ground. Spray the Manta, and it 
will separate into multiple, smaller 
Mantas. Continue spraying them until 
they turn small and red. At this point, 
one more spray gets rid of them. Stay 
near the fountains to refill your water, 


Spray the pink Boos inside the hotel 
so that they turn into platforms that 
allow you to climb up to the higher 
floors. At the top of the central 
column (on the third floor), jump into 
the mouth of the Boo statue to warp 
to a bonus level. In the bonus level, 
run quickly on the sand blocks (be 
quick—they begin to fall apart when 
you step on them). 


EPISODE 2: THE HOTEL LOBBY’S SECRET 


but don’t touch the Mantas (or the 
goo that trails behind them), or you'll 
be shocked. 


a oe 4 
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EPISODE 3: THE SECRET CASINO DELFINO 


There are two large slot machines 
here. Spray the rollers on them until 
they show three 7s. If you're having 
trouble getting 7s on one machine, 
move to the second one for a while. 
After you get three 7s on both 
machines, a curtain will open up 
revealing a tiled wall. Spray the wall 
to make the tiles spin around and 


Stomp on the purple panels of the 
giant roulette wheel to stop it from 
spinning. Spray King Boo to make 
him spin the slot machine. When the 
slot machine stops on three 
pineapples, a bunch of fruit and 
vegetables will appear. Grab a red 
pepper and toss it at King Boo. As 


EPISODE 6: 


You have three minutes to clean the 
goo off of the beach. If you’re quick 
and careful, you can make it, but use 
the barrels full of water to gain some 
time. Don't forget to clean off the 
people that you free from the goo. 


reveal a picture of a Shine. This 
requires accurate spraying, so try 
using the strafe mode to better aim 
FLUDD. Once the picture is complete, 
a pipe will appear that leads to a 
bonus level. The bonus level contains 
a lot of moving blocks, so step and 
jump carefully. 


BOO DOWN BELOW 


he’s burning up, grab another fruit 
and toss it at him to cause damage. 
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| EPISODE 5: 


THE VILLAGE 
UNDERSIDE 


Three Chain Chomplets have broker 
loose and are bouncing all oveg this 
stage, leaving a trail of burni 
their wake. To calm the little 
down, you must knock the 
small pond in the center of t 
You'll have to spray the Cho 
a bit to cool them down, as 
them while they’re red-hot h 
Once they’ve changed from 

black, grab their tails and pu 


after Pinatissim@ 
slide and triple ju 
ou should be ab{é to pul ahead of 
EyPinatissimo right ore reaching the 
tree, giving you a clean shot up to the 


out. When you let go of a tailyane top. 

Chomplet will snap forward. 7 

repeatedly grabbing the Chor 

tail (after re-cooling it off, of course) 

and snapping it through the maze-like 

level, you can eventually dump it in 

the pond. Cool off all three ai 
Po 


Chomplets, and you'll earn a Shine. 


- There's a bonus level here that 

EPISODE 3: THE GOOPY INFERNO j we =e you can only access if you're 

| riding Yoshi. Yoshi's egg is just 
across the bridge near your 
starting location. Grab Yoshi's 
desired fruit to hatch him, then 
go back half-way across the 
bridge. See those mushrooms 
below the bridge on the right 
side? Just down to them and 
jump from mushroom to 
mushroom until you reach the 
platform with the yellow 
scribble on it (as shown in the 


until you reach a large, woolen 
platform where the village mie 
trapped. Climb up to the afd clean 


This level can be nerve-wracking, 
since you spend most of it hanging 
from a grate over a bottomless pit. 
One slip-up, and you fall to your 
doom. Begin the leyel by running to 
the opposite side of Higystage and 
ground pounding yoryay into the 
pit shown in the picture youd! e 
dangling from some grates oF 
underside of the village. E svar 
the brown gates that you feed i 
einen element Y picture). Yoshi spit cleans that 
fall oncemiry, SLOP, iene ht 4 llow stuff right up, so spra 
quickly. Work your dWayje ISfUSs fie ' ee a ; g é shih 

uae : 7 mn away. You'll then reveal the 
grates and mushroor errreettis tipye : { 

a sit entrance to a bonus level 
populated with “chucksters”— 
powerful Piantas who will 
throw you across large gaps. 
Just aim yourself carefully 
before talking to these guys. 
They'll throw you in the 


EPISODE 4: RED COINS OF wii | B a .- = . direction you're facing even if 


there’s no ground to land on. 


on the surface. The grougg) 
with burning goo, but then 
dry patches that you can 


Episode 4 is much like Episode q} 
except that there’s only one Cht 
this time (although this one is rm 
bigger). Instead of launching the 
Chomp into the pond, you must d ag. 
this one (by the chain hanging off o 
its back) into the hot tub near the far 
end of the stage. Before you can drag 
this Chomp, however, you must cool jersir inh tHe tut 


EPISODE 6G: PIANTAS IN NEED 


After a few difficult episodes, this 


her F by spraying it or 
e Grersbiy) tossing a barrel full of © 
water at it. Chomp will heat up again 
after a while, so you'll have to cool it” : 
lown again. Your best bet is to g A 
el and Wait id it wzar 


puddles of goo and begin spraying 


one is nice and easy. As the level (begin spraying as you run toward 
starts, the mayor informs you that 10 the puddles to save & few 

villagers are trapped in the burning Once the villager pops‘@ 

ooze, and Mario has three minutes to goo, remember to clean of 

save them. All 10 of them are on the sap, or it doesn’t count. Once you've 
ground, so there’s no need to climb saved all 10 Piantas, talk to the 

on any platforms or anything too mayor again to claim your Shine. 


extravagant. Just look for the RameCuhe Ruide 81 


CORONA 
MOUNTAIN 


The first part of this stage is 
littered with multiple platforms 


that are either on fire or contain 


spikes that periodically poke up 
through the platform's surface. 
Use FLUDD'’s jetpack mode to 
fly to the platforms (you'll 
sometimes have to do a 
backflip to get the height 
needed to cross the pits 
between platforms). FLUDD’s 
water streams will extinguish 
the fire on the burning 
platforms, but you'll have to 
time your flights so that you 
land on the spiked platforms 
when the spikes are retracted. 


Once you've gotten past the 
platforms, you'll have to hop 
into a small boat. Face the rear 
of the boat and fire off FLUDD 
to get the boat moving. You'll 
have to continuously spray 
water to move the boat across 
the sea of lava. Shoot your 
water in short bursts and steer 
the boat carefully, as you'll sink 
if you merely graze a wall. 


The final part of this stage has 
you bouncing into the air on a 
series of trampoline-style 
clouds. Use FLUDD to slow 
down your jumps and help aim 
your landings. You don’t want 
to end up falling from the 
heights you'll be reaching. 
Once you reach the top of the 
clouds, you'll face the final 
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You'll gain the Rocket Nozzle before 
fighting Bowser, and brother, you're 
gonna need it. The big guy is 
lounging in his circular bathtub, and 
you need to destroy the five 
platforms that stick out around the 
tub’s edge. Do this by running out to 
the end of a platform (there’s a handy 
symbol on each so you know where 
to aim at) and use the rocket to blast 
yourself up into the sky. Once you 
reach the height of your blast, 
perform a ground pound. You'll slam 
down on the platform, shattering it 
in the process. Of course, you'll have 
to quickly jump back onto the tub’s 
edge so you don't fall into oblivion 
with the remains of the platform. 

As you’re attempting to destroy the 
tub, Bowser will attack you with his 
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El Piantissimo challenges you to 

another race. This time, the goal is at 
the top of a slanted palm tree. Chase 
after Pinatissimo, using Mario’s belly 


slide and triple jump to gain distance. 


You should be able to pull ahead of 
Pinatissimo right before reaching the 
tree, giving you a clean shot up to 
the top. 


flame breath. It’s easy enough to 
dodge, but if you need to extinguish 
it in a hurry, just use FLUDD to shoot 
Bowser in the mouth. Bowser Jr. 
provides backup for his dad by 
launching Bullet Bills at you from his 
ship that is floating in the tub. Keep 
an eye out for the flashing blue 
Bullet Bills—if you destroy one, 
you'll earn a 1-Up. 


Bowser’s strongest attack is when he 
splashes in his tub, causing the green 
00ze that he’s bathing in to spill over 
the side. If you've accidentally fallen 
into the tub, you’re well aware that 
the “water” hurts Mario. When 
Bowser splashes, you'll have to do 
some fancy dodging to avoid getting 
swept over the side of the tub. If you 


need to, don't be afraid to use the 
Rocket Nozzle to blast yourself over 
the water. Just be sure to land on the 
tub’s edge when you fall back down. 


Keep dodging Bowser’s attacks and 
take out all five platforms, then you 
will have beaten the game. Now, 
continue playing and try to find all 
120 Shines! 


MATURE ADULTS ONLY 
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BEACH SPIKERS 


Uniform Codes 

Uniforms 71-86: Unlock these delightful 
bikinis by slogging through the 
sometimes tedious Tutorial Mode 
(including the non-interactive parts). 
Enter your name as FVIPERS for Fighting 
Vipers Uniforms 109-110, Hair 75, and 
Face 51. DAYTONA for Daytona USA 
Uniforms 107-108. PHANTA2 gets you 
Phantasy Star Online Uniforms 114-115, 
Hair 77, and Face 53. Ooh! Lala! Get into 
the Space Channel 5 spirit with 
ARAKATA,; it gets you Uniforms 111-113, 
Hair 76, and Face 52. Tap in JUSTICE for 
Virtua Cop bikinis 105-106, and cop 
shades with Sunglasses 94. OHTORII 
(Uniforms 116-117) gets you SEGA logos 
up the wazoo., 


GAUNTLET: DARK 
LEGACY 


More Cash 

To begin the game with 10,000 gold, enter 
your name as 10000K. 

Potion-Swigging Antics 

To start a game with a full complement of 
Keys and Potions, enter your name as 
ALLFUL. 


NFL QUARTERBACK 
CLUB 2002 


Unlocakable Players 

Jim Kelly: Have at least 20 pass attempts 
and a 105 QB rating in one game. 

Troy Aikman: Beat seven computer 
Opponents in OB challenge. 

Phil Simms: Throw over 500 yards in one 
game. 

Boomer Esiason: Throw 15 completed 
passes to one reciever. 

Bernie Kosar: Throw for five TDs in one 
game. 

Jim Evertt: Break any record on OB 
challenge. 


NHL HITZ 20-02 


Sweet Codes 

On the VS screen, use the B,Y and X 
Buttons to switch the icons beneath the 
teams on screen. The list below indicates 
the number of times each button should 
be pressed. After the icons have been 
switched, press the D-Pad in the indicated 
direction to enable the code. You will see 


ct | 
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the name of the code and hear a sound. 
More than one code may be activated per 
game; just make sure you enter them 
quick enough. For example, to enter 4, 2, 
3, Right, press B four times, Y two times, 
X three times and then press Right on the 
D-pad.|f you are and Xbox owner 
substitute buttons X,Y,B. 


Show Shot Speed............. 1,051 Up 
RalmMOGE: «s.ceieciagaakadieskis 1,4,1 Left 
ignore Last COde 26s acsaensd 0,1,0 Down 
BUlligzer PUCK «qeuscvaxddeaes 2,1,2 Left 
Wirt Fights To? GOalS woe vse cnn 2,0,2 Left 
TSS Sa wcewekees desea 1,3,2 Down 
PGE VUE ecient asrarataia aus ers 1,0,4 Right 
Pitcio? WINE a cnevsavemnayese 3,2,3 Left 
Ne Fuse OUPOr FAG os cxneacn 1,1,1 Down 
Pinball |BOAardS) c.c<tiadcdkaed 4,2,3 Right 
Domino EGC ezcasarcenaas ws 0,1,2 Right 
NO Fake SHOtS «wsindd nae caad 4,2,4 Down 
Big Head Player............. 2,0,0 Right 
I PUCK wuncadnedenpaershaaes La.) Le 
Huge Head Team ............. 3,3,0 Left 
Bio PGA THEN kn sesesacwseas 2,2,0 Left 
PLUGS oucewne er weaxewas 3e,) UD 
Huge Head Player........... 3,0,0 Right 
ECW 4 wawecwre answers 2,1,0 Right 
Input More Codes ........... 3,3,3 Right 
Show Team's Hot Spot......... 2.071 Up 
Late HIS? saw somehow se Seet eae oe 3,2,1 Down 
TOEBG BOOS +6 see -scimcourashwsms6 0,0,2 Up 
ee HSS 2a wns mew enee 2,1,3 Left 
Lee TRE os n's ea ear eww sy 4,1,3 Right 
SNOW WIG0S «ondpniewenne cee’ 1,2,1 Left 
Always Big FITS saisuines ava 2,3,4 Down 
SS VEVGUS soci naw ware sees 2,2,2 Down 
PIGCRE EID: acy. eg hormawmeig Gees 1,3,3 Left 


RESIDENT EVIL 


Defense Knife Nabbing 

God knows you've tried searching for 
remnants of your Defense Knife inside the 
partially extracted brains of the dead. But 
what about a way to snag a Defense Knife 


every time and use it? Well, stick a 
Defense Knife in a Zombie head, arm up 
the Shotgun, take the head clean off with 
a close upward-aiming shot, and grab the 
Knife from the unspeakable goo after the 
Zombie crumples. 


THE SIMPSONS: 
ROAD RAGE 


Time Codes 

Change your GameCube’s internal date to 
the following in order to unlock the these 
secret characters: 


New Year StKruSty) 22«dnasnatnaies 1/1/02 
Thanksgiving Marge........... 11/22/01 
AaUGWweeN Bart sieevcxeces news 10/31/02 
COUISARPLOL, va ewaces wed exe 12/25/01 


STAR WARS ROGUE 


LEADER: ROGUE 
SQUADRON 2 


Hidden Options 

Unlock the audio commentaries, for each 
individual stage type in the name 
BLAHBLAH. Head to the special features 
option and turn on Audio Commentary. 
Now select a stage and either play 
through with the speech or pause to hear 
them talk about the different aspects of 
the stage. 

Documentary 

After finishing all 10 main missions you 
can get it under the Special Features 
menu option. 

Unlock the Art Gallery 

Enter EXHIBIT! as a passcode 

Unlock the Concert Hall 

Enter Composer as a passcode. 

Ace Mode 

Complete all the Tatooine Training 
objectives and finish the game with 
fifteen gold medals to unlock Ace Mode. 


Black and White Mode 

Type in LIONHEAD at the passcodes 
screen to play the game in a “classic” 
color mode. 

Unlockable Ships 

Slave 1 Ship 

Finish all missions with a silver medal or 
better. 

Millenium Falcon 

Finish all missions with a bronze medal or 
better. 

Naboo Starfighter 

Finish the Tattooine Training in all 4 time 
settings. You must get all discovery items, 
all objects and get two hidden bonus 
items in each zone. Times: 6am, 2pm, 
6pm, 11pm. 

TIE Fighter 

You must steal a Tie Fighter and complete 
the mission in Level 7 during the daytime 
and nighttime hours to unlock it as a 
bonus ship. 

Darth Vader's TIE 

Aquire fifteen gold medals to unlock 
Darth Vader's TIE Advanced. 


SMUGGLER’S RUN 


Unlimited Countermeasures 
With the game paused press: 
Ki By Ba We Ge Go 


SUPER MARIO 
SUNSHINE 


Here's a trick allowing you to access 
Stage 7, “Pianta Village,” from the 
beginning of the game. Side somersault 
from the back of the Shine Gate, to wall 
jump, then hover onto the white curved 
platform next to the massive Shine. Then 
triple jump and hover around to the top 
of the gate. Now access “Pianta Village” 
with one Shine! Booyaka! 


SUPER SMASH 
BROS. MELEE 


Character and Level Codes 

Unlock Dr. Mario 

Finish Simple (Classic) Mode on any 
difficulty setting without losing a life as 
Mario. 

Note: Dr. Mario is a Mario clone just with 
different looks...in other words he has the 
same moves except for his b attack...in 
which normally if playing as Mario when 
you press B he'll shoot a fireball. While 
playing as Dr. Mario he'll throw a pill 
instead. 

Unlock Young Link 

Finish Simple (Classic) Mode on any 
difficulty setting without losing a life as 
Link. 

Note: Yep you guessed it; an adult Link 
clone. 

Unlock Pichu 

You must first unlock both Luigi and 
Falco. Now, go and complete Event #37. 
Once winning, Pichu will become 
playable. 

Unlock the Super Mario Bros. 2 Retro 
Stage 

Finish Simple (Classic) Mode on any 
difficulty setting without losing a life as 
Princess Peach. 

Unlock Inside the NES stage 

Once unlocking Mr. Game & Watch, finish 
his Event (which is also unlocked) and 
you'll unlock his stage. 

Pikmin Trophy 

If you start up SSB:M with a Pikmin save 
On your memory card you will get a free 
pikmin trophy. 


TONY HAWK’S 
PRO SKATER 3 


Unlock Every Single Movie 

From the main menu, select Options, then 
Cheats. Enter POPCORN. 

Pirate Skating 

Go to Skater Island and find the two flags 
that are side by side. Grind the one with 
the skull and crossbones on it, then one 
of the garage doors will open, and the 
pirates will come out. 

Unlocking Secrets 

Complete all 54 goals and get a gold 
medal 

at every compound. 

Unlockable Modes 

To unlock these modes, beat the game 


the prescribed number of times. 
Snowboard Mode 

Beat the game 11 times. 
Always Special Mode 

Beat the 12 game times. 

Perfect Rail Balance Mode 

Beat the game 13 times. 
Maxed-Out Stats Mode 

Beat the game 14 times. 

Giant Mode 

Beat the game 15 times. 
Slow-Mo Mode 
Beat the game 16 times. 
Perfect Manual Balance Mode 
Beat the game 17 times. 

Tiny Mode 
Beat the game 18 times. 

Moon Mode 

Beat the game 19 times. 

Expert Mode 

Beat the game 20 times. 

First-Person Mode 

Beat the game 22 times. 

Unlock Darth Maul 

Complete all 54 goals and earn golds at 
each competition with one skater. 

Get Neversoft Eye 

Similar to unlocking Darth Maul but do it 
with 21 skaters. 

Get Skater From Hell 

Do the same thing you did to unlock the 
other characters. Beat the game 10 times 
with 10 skaters. 

Unlock Wolverine 

Complete all 54 goals and get all golds at 
each competition with two different 
skaters. 

Unlock the Bum 

Complete all 54 goals and get a gold 
medal at each competition with seven 
skaters. 

Unlock Officer Dick 

Complete the 54 goals and get a gold at 
each competition with four different 
skaters. 

Unlock Private Carrera 

Do the same thing you did to unlock 
Officer Dick, but do it with one more 
Skater 


TUROK: EVOLUTION 


For All Levels: SELLOUT 
Invisibility: SLLEWGH 
More Ammo: MADMAN 
Invincibility: EMERPUS 
All Weapons: TEXAS 


STAR WARS: 
WARS 


CLONE 


Need a green Jedi muppet? We have 
this covered, young Padawan! 


The Options screen in this combat-vehicle extravaganza holds 
the key to unlocking bonuses, accessed after objectives are 
completed. Or, you can just cheat. Darth Sidious would be 


Time for a spot of unlocking, 
courtesy of the game bonuses 
that are granted once a certain 
number of Bonus Objectives 
are completed. The following 
list shows the bonuses, and 
the points needed: Raxus Duel 
Map: 5. Thule Moon Control 


Zone: 10. Rhen Var Conquest: 
15. Geonosis Academy (1): 20. 
Unit Viewer (2): 25. “Making 
of” Video: 30. CD Player: 35. 
Sketch Book (3): 40. Yoda in 
Geonosis Academy(4): 45. The 
Force-based frivolity doesn’t 
end there! There’s some of 
these new-fangled “cheat 
codes” available by typing at 
the options screen. These only 
work for the GameCube 
version. For all 14 Multiplayer 
missions, input “fragfiesta”. To 


unlock all the game cinemas, 
where Anakin can be seen 
pouting in all his bug-eyed 
glory (5), try “cinema”. Are 
you embarrassingly inept at 
the Campaign mode, and need 
your three Bonus Objectives 
handed to you? Then input 


“yub_yub”. Feel the need to 
watch still images of all those 
responsible for the game? 
Then “saycheese” is your 
code. This next one’s a doozy; 
for Unlimited Ammo (6), try 
“chosen”. And finally, as if 
Mace, Anakin, Obi-Wan, Yoda 
and some random Jedi guy 
weren't enough, there’s a 
Battle Droid you can play as in 
the Geonosis Academy. Input 
“rogerroger”. 
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SONIC MEGA COLLECTION 


A bounty of classic tricks and codes to use on 
the GameCube compilation disc 


The next time someone asks you to toss that pile of 10-year-old EGMs, mention how useful 
the old trick sections are for classic game re-releases like Mega Collection here. But then, 
when we reprint tricks like this in special issues, it kinda screws up your argument, don't it? 


Remember to recycle! 


SONIC THE HEDGEHOG 


Level Select 

At the title screen, press UP, DOWN, LEFT, 
RIGHT. You'll hear a chime if you’ve entered 
the code correctly. Next, hold B and press 
START to enter the level select and sound text 
screen (1). 


Control Mode 

At the title screen, push UP X, DOWN, xX, 
LEFT, X, RIGHT. You'll hear a chime if you’ve 
entered the code correctly. 


Begin your game as usual, and press START 
to pause it. While paused, press B to reset the 
game, hold down A to play in slow-motion 
(pressing X will let you jump while in slo-mo) 
and press X to advance the game one frame 
at a time. 


Debug Mode 
Before entering the Debug mode, enter the 


Level Select 

From the title screen, enter the Options 
screen. Go to the Sound Test option and 
play the following sounds in this order: 19, 
65, 09, 17. When all four sounds have been 
played, hold down the X button and press 
START to return to the title screen. Once 
Sonic and Tails appear on the screen, hold 
down B and press START to enter the Stage 
Select screen (3). 


Debug Mode 

After entering the Level Select code, go to 

the Sound Test option on the Stage Select 

screen and play the following songs in this 
order: 01, 09, 09, 02, 01, 01, 02, 04. When 
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code for Control mode. Once that code has 
been entered, quickly press UP X, DOWN, xX, 
LEFT, X, RIGHT, X. Then, hold down B and 
press START to begin the game. During 
gameplay, press A to enter Debug mode. 


If Sonic changes into a ring, you'll know that 
you've correctly entered the code. Use the D- 
Pad to move Sonic around, even through 
walls. Press B to change Sonic into a different 
item and press X to place the current item on 
the screen. You can use this to place a ton of 
rings Or enemies on the screen (2). 


Press A to change Sonic back to normal, but 
beware of any obstacles you may have placed 
on the screen. You'll also notice that the score 
and time (and various other graphics) are 
distorted while you’re in Debug mode. Don’t 
worry about that—it doesn’t affect the 
gameplay. 


you begin playing song 04, a chime will tell 
you that the code has been entered 
correctly. Highlight the stage you wish to go 
to, hold down B and press START to enter it. 


Now that you’re in Debug mode, press A to 
change Sonic into a ring. The B button 
changes him into different objects, and the 
X button places the object on the screen. 
When you're done messing around, press A 
to change back into Sonic. Like the Debug 
mode in the original Sonic, the score and 
time will be messed up (4), but it won't 
affect the gameplay. 


Also during the Debug mode, press START 
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FINAL ZONE 
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SOUND SELECT 


to pause the game. Holding down A while 
paused causes the game to run in slow- 
motion, X makes everything move frame by 
frame and B resets the game. 


Become Super Sonic 

First, enter the Level Select code and go to 
the Level Select screen. Go to the Sound 
Test option and play the following songs: 
04, 01, 02, 06. You'll hear a brief tune when 
you finish playing all the songs. Then, 
highlight the stage you want to start on and 
press START to begin. Now, simply collect 
50 rings. When you jump while holding 50 
rings, you'll transform into Super Sonic (5). 
Trust us, it was exciting back in ‘92. 
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Level Select and Sound Test 

Press UP, UP DOWN, DOWN, UP, UP, UP, UP 
after you hear the word “Sega” and the 
screen fades to black, but before the title 
screen (you must enter this code very 
quickly—it may take a few tries to get it right). 
A ringing sound will let you know if you've 
entered the code quickly enough. At the title 
screen, press UP, and a hidden option will 
appear that will take you to the Level Select 
and Sound Test screen (1). 


Debug Mode 

Enter the Level Select code and highlight the 
stage you wish to play. Hold the B button and 
press START to begin the level. You will now 
be in the Debug mode. Press A to change 
Sonic into a ring, B to change what item Sonic 
is and X to place an object on screen. Pressing 
A again changes Sonic back to normal. If you 
pause the game, holding down the A button 
makes the game run in slow-motion, X moves 
everything one frame at a time and the B 
button takes you back to the Level Select 
screen. As is the standard with Sonic’s Debug 
modes, just ignore the screwed-up score and 
time displays. 
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Become Super Sonic 
Enter the Debug Mode code, enter any stage 


and press A to change Sonic into a ring. Then, 


press B once, and Sonic will change into a 
monitor. Hit the X button to place a monitor 
on the screen, then press A again to change 
back into Sonic. Simply jump on the monitor, 
and you'll change into Super Sonic (2). 


Hidden Special Stage 

Enter the Level Select code and go to the 
Sound Test. Play the sounds in this order: 01, 
03, 05, 07. Then, highlight Special Stage 2, 
hold down the B button and press START and 
presto (3)! 
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Level Select 

Begin the game as you normally would. 
In the first stage (Mushroom Hill Zone, 
Act 1), play until you reach one of the 
pulley machines that Sonic must hang 
from and pull down on to reach higher 
areas (4). While hanging from a 
machine, press LEFT, LEFT, LEFT, RIGHT, 
RIGHT, RIGHT, UP, UP, UP. You'll hear a 
chime if you've done it correctly. Press 
START to pause the game and press B to 
return to the title screen. At the title 
screen, select which character you wish 
to play as (either Sonic or Knuckles), 
hold down the B button and press 
START. You will then be taken to the 
Level Select screen (5). 


Certain stages require a specific 
character to play as, so if you need to 
exit the level, just pause the game and 
press B. You'll return to the title screen 
where you can repeat the process to 
return to the Level Select screen. 
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Violence 
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BEFORE THE MANSION, 
_ BEFORE THE DISASTER. | 


Fight for survival in this action-packed thriller 
with an all-new story line! 


Use more strategy as you switch netapen Reba ) 
i Billy for collaborative gameplay, 


introducing anew playable character, nightmarish 
beasts and non-stop terror. ~ 
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The brand-new Zero chapter—only on Nintendo GameCube™ 


MATURE 


Blood and Gore , NINTENDO 
Violence : GAMECUBE. 


capcom. com 


© CAPCOM GO., LTD. 2002 © CAPCOM U.S.A., INC. 2002. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. RESIDENT EVIL is a registered trademark of CAPCOM CO., LTD. The ‘ 
ratings icon i$ a registered trademark of the Interactive Digital Software Association. LICENSED BY NINTENDO. Nintendo, Nintendo GameCube and the Official Seal are trademarks of Nintendo. © 2001 Nintendo: =. 


